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This guidebook is the culmination of a five year journey I have taken with this particular version of Street 
Fighter x Tekken. I labelled Street Fighter x Tekken my primary focus in the fighting game community 
after bonding with members of its particular community via the IRC chatrooms, further assisted by using 
the game as an outlet to unload the myriad of personal and professional drama that confounded me early 
in my professional career. As I slowly climbed the ladder of professional success and personal growth, 
Street Fighter x Tekken remained a constant in my life, and currently I am a board certified behavior 
analyst, the EVO 2017 winner and Summer Jam 12 winner of the SFxT events that I have been 
organizing since EVO 2014, ensuring that the game has had some level of presence at the world's largest 
fighting game event since its induction in EVO 2012. The event has since moved to Combo Breaker and 
CEO, and I don't see an end in sight. 


After emerging victorious at EVO 2017, as well as having a performance in friendlies that I wouldn't have 
dreamed about at the start of my fighting game career, I retraced my steps and looked at where I had 
come from to get to the point I had found myself at. I had participated as a commentator of Capcom 
Cup's Online Gualifiers and 2014 Final Round, an organizer at major events since 2014, and finally came 
into my own as aplayer. This was due largely to regular practice, dedication to eradicating personal 
habits that were detrimental to growth, and careful study of the game's cast and mechanics on a global 
scale. To that end, I began a project to share my findings and studies with the world as despite the 
game's age, there are a lot of misconceptions about the capabilities of the cast and the balance there-in. 
It's time to clear the air and explain just what a player needs to look for when confronted with the 
characters in this game, either as an opponent or looking to add them to their stable of viable options in a 
match. 


When I was aiding in the operation of the Last Chance Gualifier at the Capcom Cup, I had the privilege of 
giving the previous revision of this guideback to Takayuki Nakayama and Yoshinori Ono, who told me that 
all of my efforts were not in vain. Itis upto me, and to us, to continue playing and promoting this game to 
a point where this game would become impossible to ignore, and the world became aware of how good 
this game really is. I hope whoever else gets their hands on this book comes away with a smile and a 
desire to try new things, for this game is a playground for all sorts of playstyles. Perhaps it will help you 
determine yours if you are picking up Street Fighter x Tekken for the first time. 


The purpose of this guidebook is to provide players either entering Street Fighter x Tekken v2013 for the 
first time or those who are on the threshold of mastery to gain a clear understanding on the cast on a 
global basis. Rather than deter new players from avoiding characters by providing subjective tier lists, the 
purpose of this guidebook will be to persuade players into choosing their favorite characters and 
understand their individual strength and weaknesses, as well as provide a general overview of what the 
characters game plan should be in order to be used effectively in high level play. 


Thank you for the Crossing the Line! 


-Psychoblue 
May 2020 


Ryu 


Strengths 

4#High damage output with 1 bar of meter or more 

#Possesses a true DP 

#can cancel sweep into special moves, particularly Hadoken, to continue pressure if blocked 
4Can be played either offensively or defensively thanks to CADC mechanic 

#Long knockback properties of Tatsumaki Senpukyaku, as well as the Joudan Sokutogeri, give 
him excellent wall carry to set up his devastating corner combos 

#f4MP overhead can lead to a full standing combo if tag canceled 


Weaknesses 

-Full Boost combos will freguently whiff on hit when done more than 2 paces away. Launcher 
ender must be converted into manually to avoid whiffing, and being punished due to the whiff 
thanks to long recovery. 

-Standing midscreen combos are greatly limited without meter as his strongest combo starter, 
f-HP, is slow on startup and neutral on block 

-Does not have blockstrings that allow him to pressure opponent, even at optimal ranges 


Ideal Team Position: Either (point preferred) 


A controversial character, Ryu has been lauded as a Top 5 character by 3-time EVO champion 
Esuta, and disregarded as mid-tier by others. If you want to favor Esuta's argument, his high 
damage output, possession of multiple true reversals, and a fearsome corner game with 
numerous ways to bring the opponent there are good evidence. On the flipside, he is greatly 
reliant on meter to make an opponent truly fear him, and his ability to control neutral is highly 
reliant on the player's ability to zone and anti-air when necessary. He also lacks the abusable 
blockstrings that more agreed-upon top-tier characters possess, which can lock him into a “too 
honest” mindset. The balance of his strengths and weaknesses has seen him through 
successes in high-level play at both the point and anchor positions of the winning team, but 
having him in the back allows his partner to build the meter he needs to end a match guickly 
and painfully, where he can then sit on a life lead and resume the patient, neutral-based 
gameplay needed to lock up amatch. You can have him on point and use your confidence in 
your ability to control space to set the tone for the rest of the match. 


Sample Combos: 


hitconfirm 


cr.MP, cr.MP, cr.MK xx hcf4#-LK 

(Obar, close, medium) 

cr.LK, cr.LP, dp-HP 

(Obar, close, medium) 

cr.MP, cr.HP xx gcb#-HK 

(Obar, close, medium) 

cr.MP, cr.MP, cr.MK xx hcf-#-KK, j.HK, dp-HP 
(1bar, close, medium) 


punish 


f-HP, cr.HP xx dpt HP 
(Obar, medium) 


juggle 

cr.HP xx CADC, dp-#-HP 

(Obar, medium) 

cr.HP xx CADC, cr.HP xx gcb#-HK 
(Obar, medium) 

cr.HP xx hcf-#HK, cr.HP xx gcb#-MK 
(Obar, medium, corner) 


1 bar or more 


hitconfirm 

cr.MP, cr.MP, cr.MK xx hcf-#KK, j.HK, dp-#-HP 

(close, medium, bnb) 

cr.LP cr.LP, cr.HP xx hcf#KK, j.HP, cr.HP xx CADC, cr.HP xx gcb#-HK 
(close, hard) 

punish 

f#-HP, cr.HP xx hcf--KK, j.HP, cr.HP xx CADC, cr.HP xx gcb-#-HK 
(close, hard) 


Move 
FarLP 

Far MP 

Far HP 

Far 

Far MK 

Far HK “LC 
Close LP 

Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Grouch LP 

Crouch MP 
Grouch HP 
Grouch LK 
Grouch MK 
Grouch HK 

Jump Up LP 

Jump Up MP 
Jump Up HP 
Jump Up LK 
Jump Up MK 
Jump Up HK 
Jump Diagonal LP 
Jump Diagonal MP 
Jump Diagonal HP 
Jump Diagonal LK 
Jump Diagonal MK. 
Jump Diagonal HK 
Launcher “LC 
Cross Cancel 
Shoulder Throw 
Somersault Throw 


Collarbone Breaker 
Solar Plexus Strike 
Hadoken 

Hadoken EX 
Tatsumaki LK 
Tatsumaki MK 
Tatsumaki HK 
Tatsumaki EX 
Tatsumaki LK(air) “LC 
Tatsumaki MK(air) “LC 
Tatsumaki HK(air) “LC 
Tatsumaki EX(air) 
Shoryuken LP 
Shoryuken MP 
Shoryuken HP 
Shoryuken EX 

Joudan LK 

Joudan MK 

Joudan HK 

Joudan EX 

Shinkuu Hadoken 


Cross Art "LC 


Command 


HP4HK 
(#HP4HK (while biocking) 
LP4LK 

beLPHLK 


TMP 
HP 
acfLP 
gottPP 
acbtLK 
geb#MK 
acbtHK 
gobtKK 
aobtLK 
geb#MK 
acbtHK 
gobtKK 
fadfeLP 
LadtMP 
#ddeHP 
TaditPP 
hefeLK 
hefeMK 
hofeHK 
hefeKK 
acitPPP 


ate MP4MK 


z 
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Recovery 
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Cancel 
SMEX.SACA 
SMEXSA,CA 


SMEXSACA 
SMEXSA,CA 
SMEXSACA 


SMEXSACA 
Asthit SA 
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Notes 


Rapid fire cancelabie into light attacks 


Crumples on standing counter hit 


Rapid fire cancslabie into light attacks 


Forces standing 
Rapid fire cancelabie into light attacks 
Forces standing 
Rapid fire cancelabie into light attacks 


Forces standing 
Rapid fire cancelabie into light attacks 


Knockdown on airborne opponent 


(Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerability frames 1-11, Resembles EX Tatsumaki Senpukyaku 


Crushes crouching attacks frames 18-20, One hit: Ground bounce/Two Hits: Hard Knockdown on crouching counter hit, On hit: #2 on erouching opponent, 
Knockdown on airborne opponent 

Knockdown on airborne opponent 

“Chargeable: 51F for EX Version and 100F for Super Art, Knockdown on sirbome opponent 

Chargeable: 51F for Super Art 

Lower body projectile invulnerability rames 7-33, Airbomne frames 7-32, Whifis on crouching opponent 

Lower body projectile invulnerability frames 8-63, Airborne frames 8-63, Whifis on crouching opponent 

Lower body projectile invulnerability frames 8-63, Airborne frames 8-63, Whifis on crouching opponent 

Lower body projectile invulnerability frames 8-46, Airborne frames 8-46, Throw invulnerability frames 2-6, Whiffs on crouching opponent 


Invulnerabilty frames 1-2, Throw and lower body invulnerability frames 3-4, Airbome frames 3-32 
Invulnerability frames 1-5, Airborne frames 5-41 

Invulnerability frames 1-2, Throw and lower body invulnerability frames 3-4, Airbome frames 3-44 
Invulnerability frames 1-17, Airborne frames 6-47 


87 frames cinematic freeze before attack, Invulnerabilty frames 1-4 
64 frames cinematic freeze before attack, Invulnerability frames 1-10 


Ken 


Strengths 

#several of his normal attacks either reach far, are safe on block, or both, allowing him to excel 
at playing footsies 

#MP, HP, and EX Shoryukens can be easily tag canceled on block to allow the partner to come 
in and apply pressure with minimal risk 

#Able to hitconfirm into HP Shoryuken allowing for “juggle reset” combos 

#Tatsumaki Senpukyaku has long hitstun for easy standing tag combos and reset opportunities 
#far HK, one of his farthest-reaching normals, causes crumple stun on counter hit, giving him 
the opportunity for a full juggle 

#f-mk, his step kick, is only -2 on block which allows him to easily get in range to play footsies 
at his optimal range 

#Kara Throw (cl.MK) allows him to throw opponents at ranges that would otherwise be 
inaccessible to him 


Weaknesses 

-His most dangerous throw reguires him to be in neutral, preventing him from utilizing it while 
walking forward 

-Both overheads are unsafe on block, necessitating him to space them. 

-Has difficulty opening the opponent up without a counter hit stored and lacks setups for 
charging counter hit 

-Has trouble fighting out of life deficits due to low damage output and lack of tools to pressure 
opponents into making mistakes 

-Fireball recovers slower than other fireball characters 


Ideal Team Position: Point 


While lacking the consistent damage of Ryu and the lockdown ability of Akuma, Ken's superior 
buttons and generous frame advantages make him a force to be reckoned with...so long as you 
have a partner that can cover up his weaknesses. Although he has a Hadoken of his own, he 
recovers siower from its execution than Ryu and Akuma, which makes it difficult to use at mid- 
range where the opponent could react to it with enough time to punish Ken before he can 
recover. Instead, his mid-range is focused on using his excellent movement options to close in 
on the opponent where he can pressure them with his buttons or close in for athrow. To make 
up for his negligible solo damage, Ken has numerous ways he can safely tag in his partner who 
could deal the damage in his stead, which along with his footsie options, movement, and reset 
capabilities with his partner tagging in from a tag canceled HK or EX Tatsu make him an ideal 
point character. 


Sample Combos 


hitconfirm 


cr.LK cl.LP, cr.MK xx dp-#HP (199) 

(Obar, low, medium) 

cl.MP»HP xx CADC, cr.LK ci.LP, cr.MK xx dp-tHP (296) 
(Obar, medium) 

punish 

cl.MP»HP xx CADC, cr.LK xx dp-#LP, cr.MK xx dp-#HP (324) 
(Obar, hitconfirm, medium) 

cl.MP»HP xx CADC, cr.LK xx dp-#LP, cr.HP xx dp-#HP (342) 
(Obar, hitconfirm, hard) 

overhead 

b-#-MK, cr.MP, cr.MK xx dp-#HP (274) 

(Obar, counterhit, easy) 

f#-HK, cr.MP, cr.MK xx dp-4-HP (324) 

(Obar, counterhit, easy) 

juggle 

cl.MP2HP xx CADC, cr.HP xx dp#-HP 

(Obar, easy) 


Notos 


Move Command Hit” Damage — Startup Active Recovery HitAdv — BlockAdv Cancel 
FarLP H 30 5 4 7 16 42 SMEXSACA Rapid fire cancelabis into ighT altacks 

Far MP H 80 8 5 9 a 13 . : 

FarHP H 9 1 3 23 ET 6 E £ 

Far LK H 30 4 3 " 13 4 5 - 

Far MK H &0 7 3 18 0 4 5 E 

Far HK H 90 " 3 22 0 5 - Crumples on counter hit 

Close LP H 30 2 2 10 15 MT SMEXSACA Rapid fire cancelabie into light altacks 

Close MP H 60 7 3 23 - 9 SMEXSACA 2 

Close HP H s0160) 5 3 24 “ 7 SMEXSA.CA Forces standing 

Close LK H 30 8 2 12 13 M SMEXSACA (Rapid fire cancelabie into ight attacks 

Close MK H &0 8 3 10 148 144 SMEXSA.CA - 

Close HK H s0 3 3 26 4 9 SMEXSACA 5 

Crouch LP" H 30 4 3 1 “3 AH SMEXSA.CA Rapid fire cancelabie into light attacks 

Crouch MP H 60 8 5 12 “ 0 SMEXSACA E 

Crouch HP H sox6oj 8 5 2 4 H0 SMEXSA.CA Forees standing 

Groueh LK (8 30 3 4 1" “2 2 SMEXSACA Rapid fire cancelabie into light attacks 

Crouch MK L 60 si 4 18 “ 5 SMEXSA.CA 5 

Croueh HK u 90 8 3 2 hard knockdown | 5 z 

Jump Up LP M 40 7 9 until groundt4 12 #3 2 - 

Jump Up MP M 70 8 4 until ground#4 "16 15 - E 

Jump Up HP M 100 8 a until groundt4 120 18 5 £ 

Jump Up LK M 40 7 10 until ground #4 113 “ 5 B 

Jump Up MK M 70 1) 7 until groundt4 16 15 5 2 

Jump Up HK M 100 7 2 until ground#4 120 48 - - 

Jump Diagonal LP M 40 8 8 until groundt4 12 1 5 E 

“Jump Diagonal MP M 70 s 8 until ground #4 "16 15 5 8 

Jump Diagonal HP M 100 8 4 until groundt4 120 18 5 E 

“Jump Diagonal LK. M 40 5 8 until ground #4 "2 “ 3 z 

Jump Diagonal MK M 70 7 & until groundt4 "16 15 2 £ 

“Jump Diagonal HK. M 100 8 8 until groundt4 120 18 2 E 

Launcher "LC HPIHK H 100 18 2 53 switoh 34 : rushes erouching attacks frames 1-14, Launches opponent while Switching Character 

Gross Cancel #HP4HK (while blocking) ——H 4013 5 16 42 kknockdown 32 5 Invulnerabity frames 1-6, Resembles EX Shoryuken 

Shoulder Throw #LPALK trow 180 5 2 20 hard knockdown | - « 2 

Hell Wheel beLPHLK tnrow 180 s 2 20 hard knockdown | - 3 2 

Knee Bash neLPHLK tnrow 140 5 2 20 hard knockdown | - 5 E 

Inazuma Kick beMK M 60 15 2 18 “2 4 - Ground bounce on airborne opponent and on crouching counter hit, On hit: 0 on crouching opponent: 
Forward Step Kick Tema H 20 1 5 14 12 2 5 Knockdown on airborne opponent: 

Thunder Kick tik M 100 2 2 24 0 8 : Ground bounce on airborne opponent and on crouching counter hit, On hit: 1 on crouching opponent 
Thunder Kick (feint) FIK (hold) 2 2 - E 2 - »SMEXSA.CA 5 

Target Combo (close) MP » HP H 20 s 3 22 “3 4 SMEXSACA -- 

Hadoken acteP H 60 15 - sa 0 5 5 og: 

Hadoken EX actePP H 9 15 - 34 “8 4 2 o 

Tatsumaki Senpukyaku LK acbiLK H 5030 7 1aj2tej2 7 2 5 - 0 | Chargeable: S1F for EX Version and 100F for Super Ari, Lower body projectis invulnerabilty frames 7-32, ist hit forces standing 
Tatsumaki Senpukyaku MK acbtMK H | 40202020 7 2SRONSIASIISN 23 o 3 : 0 | Chargeable: 51F for EX Version and 100F for Super Art, Lower body projectile invulnerability frames 9-55, ist hit forces standing 
Tatsumaki Senpukyaku HK aebiHK H14020,202020” 7 201S1S1S1 SSI 24 4 4 : | Chargeable: S1F for EX Version and 100F for Super Art, Lower body project invuinerability frames 7-63, ist hitforces standing 
Tatsumaki Senpukyaku EX acbiKK H 25x5 To 2ananapvap antapani 25 45 o - 88888 11,111 0 Chargeable: 51F for Super Art, Lower body projectle invulnerability frames 7-47, Forces standing 
Tatsumaki Senpukyaku LK (air) “LC geb#LK H1 80 perhit 9 1(61216/25)2 until groundet1 #0 15 5 & SN AC 

Tatsumaki Senpukyaku MK (air) "LC gebtMK Ho 60perhit 8 “eatapaga)nta)i until ground 11 10 15 - o- 

Tatsumaki Senpukyaku HK (air) "LC gebtHK HI TOperhit 8 1121168)1(2)18)13)1(2)T until ground 11 0 45 - ora 

Tatsumaki Senpukyaku EX (air) acbiKK Ho 60perhit 7 12)12)1(2)1(2)1(2)1(11 until groundi4: 125 117 5 0 - 

Shoryuken LP #d,dfeLP H 70150) 4 “ 23 oat 12 : O Lower body invulnerabilty frames 1-6, Airborne from frame 7 

Shoryuken MP #ddeMP H 80,50 5 14 39 kknockdown 37 - 0 Invulnerabiity frames 1-7, Lower body invulnerability frame 8, Throw invulnerability frames 8-9, Airborne from frame 9, 2nd hit whifs against erouching opponent 
Shoryuken HP EddHP HI 80,30,20 3 16 40 kknockdown -30 : 0 |Throw invulnerabilty frames 5-7 

Shoryuken EX #adPP H 100403010 3 16 Bi hard knockdown |” -39 : 0 Invulnerabilty frames 1-10, Airborne from frame 8 

Shippu Jinraikyaku “LC GebiKKK H 340 2 atre)2(12n210yor2o)2 38 hard knockdown | -19 E - 72 frames cinematic freeze before attack begins, Invulnerabiliy frames 1-3 

Cross Art "LC ee MP4MK H 1504 9 2152/1612 42 switoh 23 : - 63 frames cinematic freeze before attack begins, Invulnerabilty frames 1-9 


Chun-Li 


Strengths 

4Has one of the fastest walkspeeds in the game, either forwards or backwards 

#Great poking game with very long range on st.MP in particular 

#Kikoken is a motion technigue, allowing her to use one of her best spacing tools at any time 

4#MK and HK Hazanshu are 0 on block and overheads, with MK Hazanshu being comboable on hit. 
#Hyakuretsukyaku is a motion move with the completed HK variant (mashing K after the initial motion) 
leading into a full boost combo on hit and is #1 on block. Furthermore, its long stun allows partners to 
either get a full combo or a safe entry on hit or blocked tag cancel 

#One of the best neutral jump moves in the game with nj.HK which starts guickly, has a giant hitbox, and 
and cross up opponents on the ground. 

#cr.Ik reaches farther than most crouching light attacks, has a 3f startup, and can lead into full combos via 
links. 

#Excels at both applying pressure and sitting on life leads 

4Can convert off anti-air df-LK even on trade 


Weaknesses 

-Struggles when knocked down, as she only has one reversal and it costs meter 

-Jump is slow and has a high ceiling, making her vulnerable to invincible anti-airs such as DPs or Flash 
Kicks, or Air Crush moves such as Law's Flip Kicks or certain normal attacks 

-Difficult to cross up opponents due to slow jump speed and air normals with high hitboxes, forcing her to 
play a solid ground game 

-Hazanshu, her only overhead, can be raw launched on reaction 

-Low health total at 900 


Ideal Team Position: Point 


Whereas there's some debate about how good Ryu is, Chun-Li is universally regarded as a Top 5 
character thanks to her versatility and excellent team synergy with a large portion of the cast. She has 
excellent tools for playing neutral in her normal pokes and Kikoken. Her blockstrings are among the best 
in the game, with moves like Hyakuretsu Kyaku and Kikoken being motion attacks and giving her access 
to her most useful special moves with easier, faster execution than in Street Fighter IV. Her walkspeed is 
fast enough that if the opponent becomes too reliant on blocking these strings, she can walk up to them 
and throw them guickly. Her air-to-air game is also very strong thanks to her Target Combo (j-HP x 2) 
and excellent neutral jump. Furthermore, her cr.Ik is one of the best of its kind, giving her a fearsome 
close-range poking tool to confirm into either links or boost combos. Since many of her standing normals 
reach far, she won't have any trouble reaching an opponent from almost any distance should she confirm 
from alight attack. Thanks to all of these tools, it is best that you play Chun-Li at the point so that you 
can bring in your anchor character, as Chun-Li has SO many ways she can safely bring in her partner or 
set an opponent up for the partner to continue the combo. 
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Sample Combos 
low 


cr.LK cr.LK, bt MK2MK»jc j.HK, cl.HP xx CADC, cl.HP xx hcb#LK(297) 
(Obar, hitconfirm, medium) 


hitconfirm 


st.LPvcr.MPscl.HP xx hcf-#-PP, st.MP»st.HP»HP HK 
(1bar, easy) 


punish 


cl.HP xx hcf#HKSK“, cr.LK, bt MK2MK»jc j.HK, cl.HP xx CADC, cl.HP xx hcb-#LK (402) 
(Obar, close, hard) 


overhead 


hcb-#LK, st.LP, bt#MK2»MK-jc, j.HK, cl.HP xx CADC, ci.HP xx hcb-#LK (337) 
(Obar, medium) 


invulnerable 


IdJ,u#tKK, btMK-MK»jc, cl.HP xx hcb4#-LK (305) 
(1bar, corner, easy) 

antiair 

dftLK, bt#MK2MK»jc, cl.HP xx hcb-#-LK (235) 
(Obar, easy) 

juggle 

cl.HP xx CADC, ci.HP xx hcb-#-LK 

(Obar, medium) 


cl.HK2jc j.d#-MK j.HK, cl.HK xx hcf#-K(1) 
(Obar, easy) 


1Ibar 


hitconfirm 


st.LPvcr.MPscl.HP xx hcf-#-PP, st.MP»st.HP»HP HK 
(easy, bnb) 


invulnerable 


IdJ,u#tKK, bt#MK»MKzjc, cl.HP xx hcb4#-LK (305) 
(corner, easy, bnb) 
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Move 
FarLP 

Far MP 

Far HP 

Far LK 

Far MK 

Far HK 

Close LP 

Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Crouch LP 

Crouch MP 
Crouch HP 

Crouch LK 

Crouch MK 
Crouch HK 

Jump Up LP 

Jump Up MP 
Jump Up HP 

Jump Up LK 

Jump Up MK 
Jump Up HK 

Jump Diagonal LP 
Jump Diagonal MP 
Jump Diagonal HP 
Jump Diagonal LK 
Jump Diagonal MK 
Jump Diagonal HK 
Launcher "LC 
Cross Cancel 
Koshuyo 

Kirinshu: 
Ryuseiraku 
Kakukyakuraku 
Rear Spin Kick 
Kakusenshu 
Yosokyaku 

wall jump 
Kintekishu 
Tenkukyaku 
Tenshokyaku 
Target Combo 
Kikoken LP LC 
Kikoken MP 
Kikoken HP 
Kikoken EX. 
Hazanshu LK 
Hazanshu MK 
Hazanshu HK 
Hazanshu EX 
“Spinning Bird Kick LK "LC 
“Spinning Bird Kick MK "LC 
Spinning Bird Kick HK "LC 
Spinning Bird Kick EX "LC 
Lightning Kicks LK 
Lightning Kicks MK 
Lightning Kicks HK 
Lightning Kicks EX 
'Senretsukyaku "LC 
Cross Art "LC 


Command 


HPIHK 

#HP4HK (while blocking) 
LP4LK 

beLPsLK 

LP4LK (air) 

dfeHIK 

drsLK 

TM 

MK (ain) up 03 times 
ul (n air near wall) 

bEMIK 

bEMK 2 MK 

DEMK 2 MK 5 diueMK 
forward jump HP » HP 
hoteLP 

hcteMP 

hoteHP 

hctsPP 

hobilK 

hebeMIK 

hebtHK 

hebeKK 

(charge 54F) durLK 
(charge 54F) duueMK 
(charge 54F) d.ueHK 
(charge S4F) duuriKK 
hofeLK (KKKK to extend) 
heteMK (KKKK to extend) 
heteHK (KKKK to extend) 
hoteKK 

heteKKK 

geieMP4MK 


F3 
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tnrow 


airthrow 


ci1z 


TITTTTTTTISITTITIILIIT. 


Damage 


100 
110 
130 
2015 
15x6,30 
12x8,34 
20x4,30 
20x4 120x5 
20x4/20x8 
20x4/20x8 
30x3,50 
20,10x12.60,100 
1502 


Startup 


sononnonkaoNoawosaowanaw 


18 


Active 


z 


Sean wa BW ANA NN WN GNI 


2 
anatara) 


08 woRaNNN 


apa apa Sji 
3 


NN 


Rayi Syatayata)2 
22)18)16)2/4)206)1(6)2 
ARENA 
2nataptajata)2 
26)261216)2 
“ayata)i(a)1 
ta) A)1B)1 
3635)26)3 
423)213)213)213)23)219)213)2/3)213)213)2/2)213)2135)2/24)2 
2 


Recovery 


7 

24 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
unt ground#4 
until ground#4 
unt ground#4 
until ground#4 
until ground#4 
until ground#4. 
until ground#4 
until ground#4. 

54 

19 

20 

20 
until groundt4 

8 

18 

16 
unt groundr4 


until ground#4 
3 
33 
34 
25 
20 
20 
20 
20 
23 


Adv 
18 
“ 
12 
“ 
“ 
2 
15 
Ka) 
0 
S1 
4 
“ 
7 
4 
0 
18 
“ 
hard knockdown 
412 
116 
120 
112 
116 
120 
112 
116 
120 
112 
116 
120 
Switch 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
#1 
5 
“2 
7 
12 
oat 
knockdown 
120 
Fi 
3 
En 
“13 
15 
18 
hard Knockdown 
ground bounce 
0 
“ 

“ 
knockdown 
121-22 
12143 
#14 
oat 
hard knockdown 


Block Adv 
12 
3 
Et 
o 
En 
1 
“ 
3 
5 
43 
o 
5 
13 
5 
5 
12 
3 
8 
“4 
18 
18 
“4 
15 
18 
14 
18 
18 
“4 
18 
18 

34 
18 


3 
2 
2 

-10 

41-25 

410 

21 

3 
22 
-28 


Cancel 
SMEXSA,CA 
SMEXSA.CA 


SMEXSA.CA 
SMEXSA.CA 
SMEXSA.CA 


isthit SMEX.SA.CA 
'SMEX.SA,CA, Hitjump 
SMEXSA.CA 
ist hit SMEX.SA.CA 


SMEXSA.CA 


33333 


Notes 


Rapid fire cancelabie into ight normal moves 


.WIFS on erouching Opponent 
Whiffs on crouching opponent 


On Hi: 46 on crouching opponent 
Forces standing 
Rapid fire cancelabie into light normal moves 


Rapid fire cancelabie into light normal moves 
Knockdown on airborne opponent 


Knockdown on airborne opponent 
Crushes rouching altacks frames 1-14, Launches opponent while switching characters 
Invulnerabilty frames 1-8, Resembies EX Spinning Bird Kick 


'Airbome frames 12-44, Knockdown on airborne opponent 

'Airbome frames 16-22, Knockdown on airbome opponent 

Knockdown on airborne opponent 

Knockdown on airborne opponent, Can perform any jumping attack after 1 Connects 
Knockdown on airborne opponent 

Knockdown on airborne opponent 

Invulnerability frames 1-8, Airborne frames 5-37 


Projecile aciive for 99 frames, Knockdown on airborne opponent 

Projectile active for 76 frames, Knockdown on airborne opponent 

Projectile active for 44 frames, Knockdown on airborne opponent 

Knockdown on airborne opponent 

'Airbome frames 3-23, Hard knockdown on airbome opponent, Stagger on crouching counter hit 
'Airbome frames 3-25, Hard knockdown on airborne opponent, Stagger on crouching counter hit 
'Airbome frames 3-26, Ground bounce on crouching counter hit 

Invulnerability frames 1-15, Projectle invulnerabilty frames 16-28, Airborne frames 3-26 
'Airbome frames 14-48, 1st hit: Forces standing, Knockdown on airborne opponent 

'Airbome frames 15-61, 1st hit: Forces standing. Knockdown on airborne opponent 

'Airbome frames 23-82, 1st hit: Forces standing, Knockdown on airborne opponent 
Invulnerabilty frames 1-8, Airborne frames 7-36, 1st hit: Forces standing 

(Chargeable: S1F for EX Version and 100F for Super Art, Knockdown on airborne opponent: 
(Chargeable: 51F for EX Version and 100F for Super Art, Knockdown on airbome opponent: 
(Chargeable: S1F for EX Version and 100F for Super Art, Knockdown on airborne opponent: 
Chargeable: 51F for Super Art 

BA rames cinematic freeze before attack begins, Invulnerabilty frames 1-9 

62 frames cinemalic freeze before attack begins, Invulnerability frames 1-10 
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Cammy 


Strengths 

tPossesses a true DP, and some matchups don't punish it well due to the crouching recovery 
4Good mid-range poke, punish, and whiff punish with st.MK 

4Strong frame traps up close 

4High tag-in damage 


Weaknesses 

-Divekicks are risky in many matchups that possess strong anti-air options 
-Lacks mixups other than basic frame traps and throws 

-Low health total at 900 


Ideal Team Position: Either 


Blessed with a fast walkspeed, long-reaching normals, high damage output and a low-ceiling, 
deep jump that allows her to jump in on several characters who aren't eguipped to anti-air 
consistently from that range, Camny is a versatile character who can either pressure opponents 
with tick throws or clean up her partner's setups with brutal juggles either mid-screen or in the 
corner. Her DP delivers consistently high damage regardless of the height it strikes, and 
reaches far enough that she can strike opponents who are farther away, like Bison using his 
Devil's Reverse or Vega using a Wall Dive. Furthermore, the high damage output of her DP 
and difficulty to punish due the unusual angle she lands from a whiffed attempt can put 
opponents on their toes if they're attempting to pressure her back. Her primary weakness is a 
lack of reliable blockstrings that can ensure a partner's safe entry upon tag cancel while at the 
same time keeping her out of harm's way. Her longest blockstun attack, the Axel Spin Knuckle, 
is very slow to start up and easy to react to. Additionally, her most damage juggles reguire a 
partner bringing her in, and her formerly fearsome divekick is very difficult to make safe on 
block. Depending on how you prefer playing her, she is a strong asset at either point or anchor. 
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Sample Combos 


hitconfirm 

cl.LP, st.LP, st.LPvst.HPvHP HK 

(Obar, xrush, easy) 

cl.LP/st.LP, st.LP, st.HP xx dp#HK (237) 
(Obar, medium) 

cl.HP, cr.MP xx gcftHK (231) 

(Obar, easy) 

cl.HP, cr.MP xx dp4#HK (255) 

(Obar, easy) 


punish 


cIl.HK2jc j.gcb4#-HK, cl.HP, st.HP xx dp#-HK (363) 
(Obar, medium) 

ci.HK2jc j.gcb-#-HK, cl.HP, st.HP xx gcf-KKK (480) 
(2bar, medium) 


juggle 

ci.HP xx CADC, ci.MP, st.HP xx dp#-HK 
(Obar, medium) 

cr.HP, cr.HP, cr.HP, dp#-HK 

(Obar, medium, corner) 
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Move 
FartP 

Far MP “LC 

Far HP 

Far LK "LC 

Far MK 

Far HK 

Close LP 

Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Grouch LP 

Crouch MP 

Grouch HP 

Groueh LK 

Crouch MK 

Croueh HK 

Jump Up LP 

Jump Up MP 

Jump Up HP 

Jump Up LK 

Jump Up MK 

Jump Up HK 

“Jump Diagonal LP 

Jump Diagonal MP 
Jump Diagonal HP 

“Jump Diagonal LK 

Jump Diagonal MK 
“Jump Diagonal HK. 
Launcher "LC 

Cross Cancel 

German Suplex 
Frankensteiner 

Fiying Neck Breaker 
Cannon Spike LK 
Cannon Spike MK 
Cannon Spike HK 
(Cannon Spike EX 

Ovick Spin Knuckle LP 
Ouick Spin Knuckle MP 
Ouick Spin Knuckle HP 
Ovick Spin Knuckle EX 
Hooligan Combination LP 
Hooligan Combination MP 
Hooligan Combination HP 
Hooligan Combination EX 
Razors Edge Slicer 

Fatal Leg Twister 
Crossed Scissors 
Cannon Strike 

Cannon Strike EX 

Spiral Arrow LK 

Spiral Arrow MK 

Spiral Arrow HK 

Spiral Arrow EX. 

Spin Drive Smasher “LC 
Cross Art "LC 


Command 


HP4HK 
#HP4HK (during block) 

LP4LK 

b#LPHLK 

LP4LK (air) 

taaLk 

taareMk 

taarHK 

#aaFeKK 

hobeLP 

hebtMP 

hobrHP 

hebtPP 

dbd,futeLP 

abidfituteMP 

dbad,tuteHP 

abal LutiPP 

No input during Hooligan Combination 
LP4LK during Hooligan Combination 
LP4LK during Hooigan Gombination 
GebtK during forward jump 

aebtKK (air) 

aeteLK 

GeieMK 

Gertak 

OeiKK 

GeiKKK 

Gei#MP4MK 


z 


TIgcaccsccsassrrrrrttTrTtrTtTrTrTtr 


standing throw 
throw 


rr 


Damage 
30 
60 
9 
30 
80 
90 
30 
60 

75160) 
30 
80 
90 
30 
5) 
9 
30 
80 
90 
“0 
70 
100 
“0 
70 
100 
40 
70 
100 
40 
70 
100 
100 
120 
130 
130 
190 
1001130) 
110(140) 


100 (EX:120) 
160 


150 
60 
30 
80 
9 
70,50 
50,30 
40x2,20,10x2,30,20,15x9 
1504 


| ge esa Bad KO KA HAM AN NW AW BA WONG 


Startup Active 
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18 
2m2 


Recovery 
7 
17 
23 
10 
17 
24 
3 
“ 
14 
9 
7 
24 
9 
“ 
13 
9 
A7 
24 
until groundi4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground4 
until ground#4 
until grounde4 
until ground#4 
until ground#4 
until ground#4 
until ground4 
54 
30 
20 
20 
20 
32 
30 
29 
30 
9 
10 
10 
10 
54 
46 
40 
era 
13 
until ground#4 
until groundt4 
until ground:10 
until ground#10 


Hit Adv 
Ea 
0 
0 
14 
12 
4 
15 
46 
:8 
18 
“ 
3 
16 
16 
19 
45 
0 
hard Knockdown 
“12 
116 
120 
"12 
16 
20 
12 
116 
120 
"12 
116 
120 
switoh 
hard Knockdown 
hard Knockdown 
hard Knockdown 
hard Knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
wall bounce 


knockdown 
hard Knockdown 
hard Knockdown 
115 
"18 
knockdown 
knockdown 
knockdown 
knockdown 
hard Knockdown 
switeh 


Block Adv 


#1 
4 
ES 
o 
2 
6 
12 
12 
12 
12 
Ea 
3 
12 
12 
13 
“ 
“ 
6 
14 
15 
18 
14 
15 
18 
14 
15 
18 
14 
15 
18 
34 
-29 


Cancel 
SMEX.SA.CA 
SMEX.SA.CA 
SMEX.SA.CA 
SMEX.SA.CA 


SMEXSACA 
SMEX.SA.CA 
SMEX.SA.CA 
SMEX.SA.CA 
SMEX.SA.CA 
LA, on hitijump 
SMEX,SA,CA 
SMEX.SA.CA 


SMEX,SA.CA 
SMEX.SA.CA 


Cannon Strike 
Cannon Strike 
Cannon Strike 
Cannon Strike 


3|3 
SIA 
3|3 
En 
33 03 
33 03 
33 03 
33 03 
4 
313 
3 3 
23 
3.18 
34 34 
34 34 
344415 
38 14 


Notes 


Rapid fire cancelabis into Tght normal atlacks 


Rapid fire cancelabie into Tght normal atacks 


Forces standing 


Forces standing 
Rapid fire cancelabie into ight normal attacks 


Forces standing 
Rapid fire cancelable into light normal attacks 


Grushes crouching sitscks Tames 1-14, Launches opponent while Swilching characlers 
Invulnerability frames 1-12, Resembles HK Cannon Spike 


Invulnerabilty frames 1-4 
Invulnerabilty frames 1-4 


Invunerabilty frames 1-10 

Invulnerabilty frames 1-4, Mid body invulnerability frames 5-26, Lower body projectile invulnerabilily frames 5-26, Airborne frames 7-26 
Invulnerabilty frames 1-2, Mid body Invulnerabilty frames 3-26, Lower body projectle invulnerabilty frames 3-26, Airborne frames 7-25 
Invulnerabilty frames 1-2, Mid body invulnerability frames 3-29, Lower body projectile invulnerability frames 3-29, Airborne frames 7-28 
Invulnerability frames 1-25, Airborne frames 6-25 

Airborne rames 

'Airborne frames 

Airborne rames. 

'Airborne frames, Tracks opponent 


Knockdown on airborne opponent 

Knockdown on airborne opponent: 

Chargeable: 51F for EX Version and 100F for Super Ari, Airborne frames 19-35 

Chargeable: 51F for EX Version and 100F for Super Art, Airborne frames 19-35 

Chargeable: 51F for EX Version and 100F for Super Art, Airborne frames 19-35 

Chargeable: 51F for for Super Art, Projectile invulnerability frames 1-26, Airborne frames 15-30 

65 frames cinematic freeze before attack begins, Invulnerabilily frames 1-25, Airborne frames 4-35 

63 frames cinematic freeze before attack begins, Invulnerabilty frames 1-9, Airborne frames 4-27, 1st hit goes into animation 


Guile 


Strengths 

#Fastest recovery fireballs in the game 

#-Invincible reversal and anti-air 

#Possesses multiple anti-airs effective at shutting down airborne opponents at multiple angles, 
including cr.HP, Air Throws, and Flash Kicks with differing ranges 

#Excellent walk speed allows him to approach or retreat to his own pace 

#tLP Sonic Boom can be CADC'd or held down to zone opponent out, and is slow enough where 
Guile can walk after it and space the opponent at whatever spot the player prefers. 

#tb-4LK allows him to move forward while still holding a charge for a Sonic Boom, allowing him to 
ensure that he can hold a charge while still advancing. 


Weaknesses 

-Best anti-air reguires down-charge (54f) 

-Low solo damage output 

-Flash Kick angles can be counter-intuitive to effective anti-airing at close range, as he will fly 
forwards at angles that may miss the opponent, and the Flash Kick's hitbox does not reach as 
high as in other games 

-Vulnerable to block pressure 

-Difficulty fighting out of life deficits on his own 

-Low health total at 900 


Ideal Team Position: Point 


When you compare him to the extravagance of certain other characters in the game with similar 
tools, Guile can appear lacking, but he is by no means awrite-off character. His zoning ability 
combined with a plethora of strong anti-airs still make him a defensive force to be reckoned 
with, and he benefits highly from the boost system thanks to his long-reaching cr.mk allowing 
him to catch an opponent off-guard during approach and retreat, and both his follow-up heavy 
standing attacks allow for long confirms into his partner (cr.mk into far s.hk in particular can be 
spaced out for a difficult-to-punish confirm for several characters). His solo damage is nothing 
spectacular, but he doesn't need to deal heavy damage for him to clinch a win for his team. The 
strength of his normals, combined with a wonderful walk speed in both directions and a CADC- 
capable fast-recovery projectile with a number of different utilities to allow him to control the 
pace of the match, make him best used as a point character where he can boost into a high- 
damage partner to deal the damage he has trouble dealing. Furthermore, he is very effective at 
closing out matches should the situation call for it, thanks to his excellent zoning ability and 
excellence at controlling space to a point where he can easily burn the clock out to his benefit. 
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Sample Combos 


hitconfirm 


cr.LK, cr.LP, cr.MP xx (dJ,utK (192) 

Ender can also be linked 

(Obar, low, medium) 

f#HK, df4-HK, (dJ,utK (266) 

(Obar, medium) 

f#-HK, cl.HP xx (bJ,f#-LP, df-HK, cr.MP, cr.MP, cr.MP xx (dJ,utK (402) 
(Obar, corner, medium) 


juggle 
f4-MK, cr.MP, cr.MP xx (dJ,u4#K 
(Obar, easy) 
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Notes 


Move Command Hit Damage Startup — Active Recovery HitAdv ”—” BlockAdv — Cancel JP Je JS 

FarLP “LC H 30 4 2 10 15 Ho (SMEXSACA| 41 1 1 Rapid fire cancelable into light normal moves 

Far MP H 60 5 4 7 () 4 SMEXSACA 2 1 1- 

Far HP H 90 5 3 18 “4 si - 3 1 SI 3 

Far LK H 30 5 2 9 16 12 - 1 1 1 Rapid fire cancelable into light normal moves 

Far MK H 60 8 4 15 12 E2 - 2 1 1 

Far HK H 90 13 5 17 13 2 - 3 1 1 

Close LP H 30 4 2 9 16 12 'SMEXSACA| 1 1 1 Rapid fire cancelabie into light normal moves 

Close MP H 60 4 3 16 12 2 SMEXSACA 2 ) 1 

Close HP H 90160) 6 4 19 43 3 SMEXSACA| 3 1 1 Forces standing 

Close LK H 30 4 3 7 #7 En) - 1 1 1 Rapid fire cancelable into light normal moves 

Close MK H 60 5 2 2 2 5 - 2 1 1 

Close HK H 90 6 3 23 0 6 - 3 1 1 Forces standing 

Crouch LP H 30 4 2 8 15 H SMEXSACA| 1 1 1 Rapid fire cancelabie into light normal moves 

Crouch MP H 60 5 5 10 16 42 SMEXSACA 2 1 1 

Crouch HP H 90160) 6 4 29 7 43 - 3 1 1 Forces standing 

Crouch LK "LC L 30 4 2 12 13 0 - 1 1 1 Rapid fire cancelable into light normal moves 

Crouch MK “LC U 60 7 4 18 4 5 - 2 1 1 

Crouch HK L 90,90 6 4(20)4 2 hard knockdown |” -5 - 33 A1 (- 

Jump Up LP M 40 5 2 until ground#4 112 “4 - 1 1 1 

Jump Up MP M 70 7 4 until ground#4 116 15 - 2 1 1- 

Jump Up HP Mm 100 U 3 until ground#4 120 18 - 3 1 TE 

Jump Up LK M 40 8 6 until ground#4 #12 “4 - 1 1 1- 

Jump Up MK M 70 7 6 until ground#4 116 15 - 2 1 1 

Jump Up HK M 100 6 3 until ground#4 120 18 - 3 1 1- 

Jump Diagonal LP 1) 40 6 6 until ground#4 12 “ - 1 1 1 

Jump Diagonal MP mM 70 6 5 until ground#4 116 15 - 2 1 1 

Jump Diagonal HP 1) 100 6 5 until ground#4 120 18 - 3 1 1 

Jump Diagonal LK M 40 6 5 until ground#4 412 “4 - 1 1 1- 

Jump Diagonal MK M 70 6 6 until ground#4 116 15 - 2 1 1 

Jump Diagonal HK M 100 6 5 until ground#4 420 18 - 3 1 1 

Launcher "LC HP4HK H 100 13 2 54 switch 34 - 3 - - Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Cross Cancel HHP4HK (while blocking) H 100 5 “ 47 hard knockdown |” -36 - - - -  Invulnerability frames 1-7, Resembles HK Flash Kick 

Dragon Suplex LP4LK throw 130 5 2 20 hard knockdown - - - - 2 

Judo Throw beLPALK throw 130 5 2 20 hard knockdown - - - - 2 

Fiying Mare LP4LK (air) air tnrow 180 5 2 until ground#4 hard knockdown - - - - 2 

Fiying Buster Drop” b#LP4LK (air) air throw 180 5 2 until ground#4 ” hard knockdown - - - - -. 

Straight Chop "MP M 50 16 3 16 “4 2 - 2 1 1 Hard knockdown on airbome opponent, On Hit: 42 on crouching opponent 

Spinning Back Knuckle ##HP H 100 9 3 15 “7 12 - 3 1 1 Knockdown on airborne opponent, Whiffs on crouching opponent 

Knee Bazooka borfelK H 50 7 4 15 2 4 - 1 1 1 Knockdown on airborne opponent 

Rolling Sobat b or fiMK H 60 KRI 4 14 “3 4 - 2 1 1 Knockdown on airborne opponent, Lower body projectile invulnerability frames 7-8, Lower body invulnerabilty frames 9-21 
Reverse Spin Kick “LC (close) b or #HK H 90 16 6 13 #7 12 - 3 1 1 Knockdown on airborne opponent, Throw invulnerability frames 6-29 

Guile High Kick dfeHK H 80 8 2 16 fioat 12 - 3 4 0 Whifis on crouching opponent 

Target Combo @:MK 2 MP M 50 16 3 16 “4 2 - 2 1 1 

Flash Kick LK (charge 54F) d, usLK H 12060) 5 a 43 knockdown 42 - 3 3 0 Invulnerabiity frames 1-6, Airborne frames 

Flash Kick MK (charge 54F) dutMK H 120170) 5 1 45 knockdown 44 - 3 3 0 Invulnerabiity frames 1-6, Airborne frames 

Flash Kick HK (charge 54F) djutHK H 12080) 5 “ 47 knockdown 46 - 3 3 0 Invulnerabiity frames 1-6, Airborne frames 

Flash Kick EX (charge 54F) d,u4KK H 90,80 5 1 47 knockdown 44 - 34 14 | 0 Invulnerability frames 1-6, Airbone frames 

Sonic Boom LP (charge 49F) b,fLP H 50 10 - 22 18 45 - 3 3 0  Chargeable: 51F for EX Version and 100F for Super Art, Knockdown on airborne opponent 
Sonic Boom MP (charge 49F) b,f:MP H 50 10 - 24 16 13 - 3 3 0  Chargeable: 51F for EX Version and 100F for Super Art, Knockdown on airborne opponent 
Sonic Boom HP (charge 49F) b,t:HP H 50 10 - 26 “4 “ - 3 3 0  Chargeable: 51F for EX Version and 100F for Super Art, Knockdown on airborne opponent 
Sonic Boom EX (charge 49F) b,ttPP H 40x2 10 - 28 #10 # - 33 04 | 0 Chargeable: 51F Super Art, Knockdown on airbore opponent 

Sonic Hurricane (charge 49F) b,tPPP H 12020x4120 8 Eu) 34 hard knockdown |” -29 - 866,66,6 11,11,1,7 - 89 frames cinematic freeze before attack begins, Invulnerabilty frames 1-8, Active duration increases if projectile hits enemy projectile 
Cross Art "LC @cftMP3MK H 1501 9 2122(is)2 35 switch A5 - 333 004 | - 64 frames cinematic freeze before attack begins, Invulnerability frames 1-9, 1st hit must hit to enter cinematic 


Abel 


Strengths 

#Very high tag-in damage 

4#Most reliable anti-backdash OS in the game 

#Overhead cl.HK cancels into cross rush, which can be made safe on block by tag canceling 
with some partners 

#Damaging command throws 

4#Hard knockdown okizeme on BnB combos and command throws 

#Possesses an anti-air with the air crush property and can convert into a combo 

4#Fast (16f) dash and f-MK dash cancel (-1 on block) for initiating offense 


Weaknesses 

-Large body character 

-Lacks a reversal that beats both strikes and throws 
-Reliant on cross rush to convert into damage 


Ideal Team Position: Anchor 


When on the offensive, Abel has the ability to guickly and painfully send the opponent into a 
spiral of pain thanks to a combination of damaging command grapples and several ways to 
approach the opponent advantageously. He can continue pressuring the opponent to stay still 
enough for him to throw them, or to force them to desperately try to retreat only to get sucked 
back into the sprial of pain thanks to having several multi-hitting strikes that blow up an 
opponent's backdash, or spiking them with a ground-bounding Wheel Kick if they try to jump 
away. Unfortunately, his individual combo capabilities are guite limited, thanks to having very 
few solo combos he can count on to reliably convert into big damage. That's not to say, 
however, that he doesn't have any combos at all: Abel's tag-in combos are among some of the 
best in the game as they not only deliver damage, but they have excellent wall-carry and 
typically place the opponent in a hard knockdown where he can position himself for whatever 
his next plan of attack happens to be when the opponent wakes up. On hard knockdown, Abel 
can either pressure the opponent if they stand up normally, or he can chase them effectively 
should he anticipate a roll. Thanks to this, as well as alack of reliable reversal that can get him 
out of danger should he find himself on the defensive, it's best if Abel acts as an anchor so that 
his partner can play neutral for him long enough for them to bring him in and finish the job. 
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Sample Combos 


low 


cr.LK, cr.LP, cr.MP xx (bJ,f-P 

(Obar, hitconfirm, easy) 

cr.LK, cr.LP, cr.MP xx (bJ,f#PP, j.HP, ci.HP(1) xx gcb#LK, dash, ci.HP(1) xx dp#HP (350) 
(Tbar, hitconfirm, midscreen, medium) 


midscreen 


st.LKvcr.MKscl.HP xx (bl,f#PP, j.HP, ci.HP(1) xx gcb#LK, dash, ci.HP(1) xx dp#HP (348) 
(1bar, medium) 


easy 


f#MK-zdash, ci.HP(1) xx gcft#HP35f4#P»f-4-P (289) 
(Obar) 


punish 
cr.HP xx gcb#HK, f#MK2»dash, ci.HP(1) xx dptHP (382) 
(Obar, easy) 


overhead 


cl.HK vHP4-HK 
(Obar, easy) 


antiair 
cr.HP xx gcb#LK, f#MK2»dash, ci.HP(1) xx dp4#HP (342) 
(Obar, easy) 


antibackdash 


f#MK-»dash, ci.HP(1) xx dp4#HP (248) 
(Obar, medium) 


juggle 
ci.HP(1) xx gcb-#-LK, f-MK-5dash, ci.HP(1) xx dp#-HP 
(Obar, easy) 
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Notes 


Move Command Hit Damago Startup Active Recovery itAdv Block Adv Caneot JP Jc JS 
FarLP Ho 30 5 2 8 Pe 13 5 AA | Rapid fre cancelabie into ight normal afiacks 

Far MP Ho 80 8 8 1 “ 3 5 2 ila- 

FarHP H-9 Ae 33 20 12 3 E 21 

Far LK H8 5 3 10 "4 o 2 11 

Far MK H0 8 2 19 o 4 £ Aam 

Far HK H9 18 2 2 12 3 . sila 

Close LP H 2010-4393 1 13 HL ASESMEXSACA 14 4,1 4,1 Rapid fire cancelabie into light normal attacks 

Close MP H | 4020 5 3gp 18 “ 8 ASINLSMEXSACA 22 11 11 - 

Ciose HP H-1 60304 37e 22 “ 4 Ash SMEXSACA 38 11 11 - 

Close LK Lo 8 5 2 8 23 13 - titik 

Close MK H0 8 2 20 4 5 SMEXSACA 214 - 

Ciose HK Hm 90 EA BF 22 2 3 B4 1 tst ht: Whifs on crouching opponent, 2nd hit: Ground bounces on croushing counter hit 

Grouch LP H0 5 2 8 Fa 13 SMEXSACA 11 | 1 Rapid re cancelable ino ight normal atacks 

Grovch MP H8 8 3 17 “ 3 SMEXSACA 2 1 1 - 

Crovch HP H | eoao 9122 21 Toat 4 SMEXSACA 38 441 Elbow crushes irbome altacks frames 913 

Groueh LK Lo 2 5 8 8 “8 “2 SMEXSACA 1 1 1 Rapid re cancelable ino ight normal atacks 

Croveh MK H0 8 5 15 “ 3 SMEXSACA 2 1/1 - 

Grouch HK Lo. 1 3 25 hard knockdown 8 SMEXSACA 3 1 - 

Jump Up LP M1 40 5 Aa untilgrounded "12 "4 5 aer 

Jump Up MP M7 8 6 unilgroundr4 116 15 5 21 

Jump Up HP Moo 5 & untilgrounde4 120 18 - ana 

Jump Up LK M4 5 B8 unilgrounde4 "12 "4 - BENKNS 

Jump Up MK M7 5 & unilgrounde4 116 15 5 Dante 

“Jump Up HK M0 6 & 0 unilgrounde4 120 18 2 siak 

“Jump Diagonal LP M0 5 8 unlilgroundr4 :12 1 5 anne 

“Jump Diagonal MP M7 6 10 untilgroundrd 116 15 - 2 il 

“ump Diagonal HP m0075 8 unlilgrounde4 120 18 - aman 

“Jump Diagonal LK Mo.40 5 5 untilgroundr4 "12 "4 5 1ilah 

“ump Diagonal MK M7 5 & unilgrounde4 116 15 2 PARMAN 

“Jump Diagonal HC M.100 8 5 untilgroundr4 120 18 - silih 

Launcher "LC PHK LI D.O ME 2 54 switch 34 - B5 Crushes erouching altacks rames 1-14, Launches opponent while switching Gharacters 

Gross Cancel #HP2HK (while biooking) Ho120 7 8 1 hard knockdown - - |» Invulnerabiit Irames 1-14, Resembles Shoulder Tackle 

Pincer Throw LP4LK throw | 1305 2 20 hard knockdown | - £ ai 

Drop Throw D#LPALK throw 1805 2 20 hard knockdown —- : Sabina 

Forward Kick ang H80 8 2 15 16 E Forward dash 2 1 1 60 damage vs sirborne opponent 

Wheel Kick LK gcbeLK Mo 80 2 7 19 “ 7 - 3 1 0 Airbome frames 12.2, Ground bounce on airbome opponeni, its standing opponent on frame 25, crouching on 27, On hit: “3 on crouching opponent: 
Wheel Kick MK aebiMK M80 25 7 18 12 2 5 3 4 | 0 Airborne frames 15:33, Ground bounce on airbomne opponent, Hits standing opponent on frame 29, crouching on 30, On hit 43 on crouching opponent: 
Wheel Kick HK "LC gobeHK M0 2 7 18 “2 “0 5 3 1 0 Airbomne frames 17-36, Ground bounce on airbomne opponent, its standing opponent on frame 32, crouching on 33, On hit “3 on crouching opponent: 
Wheel Kick EX gcbeKK M1 So100 48 73 18 12 27 - 34 14 0 Airborne frames 12-29, Projestile invulnerabilty rames 1-17, Leg projectile invulnerabilty frames 18-27, Hits standing opponent on frame 22, crouching on 25, On Hi: 43 on erouching opponent 
Marssiles Roll LK getLK : » : ' 28 : 5 - DL Strike and projectle invulnerabilty frames 6-23 

Marssilles RoIIMK 'gefeMIK - 5 5 - 3 - - 5 5 Strike and projectle invulnerabilty frames 6-26 

Marssiles Roll HK eter - 5 : 2 38 2 - 5 - 2» Strike and project invulnerabily irames 6-27 

Marseiles Roll EX aetrKK 5 - - 2 33 £ 2 2 » 5 Strike and projectle invulnerabilty frames 1-27 

Faling Sky LP fadfeLP throw 1406 2 3 hard knockdown ——- - & 1 | - Whifis on grounded opponent 

Faling Sky MP taafeMp Inrow 1807 a 31 hard Knockdown - : & 4 Whifs on grounded opponent 

Faling Sky HP #adfeHp Ihrow | 160 10” 7 32 hard knockdown | - 5 & 1 | - Whifi on grounded opponent 

Faling Sky EX tadmPP Inrow 1607 2 31 hard Knockdown - : & AV Strike invulnerabilty frames 1-8, Whiffs on Grounded opponent 

Tomado Throw LP hebiLP Ihrow 160 6 2 51 hard knockdown - --- Throw invulnerabilty tames 1-6 

Tomado Throw MP hebtMP Inrow 1706 2 16 hard knockdown | - - 3 Throwinwlnerabilt frames 1-6 

Tomado Throw HP hebHP Ihrow | 180 6 2 40 hard knockdown £ --- Throwinwinerabilty frames 18 

Tomado ThrowEX — hcbPP Ihrow 2006 2 55 hard knockdown | - 5 55 Strike and project Inwulnerabiliy rames 1-5 

Shoulder Tackle LP” (charge 49F)bjfeLP H0 2 8 19 knockdown & - 3 1 0 Chargeable: 51F for EX Version and 100F for Super Art 

Shoulder Tackle MP (charge 49F) b.ftMP H9 213 20 12 E : 34 0 Chargeable: 51F for EX Version and 100F for Super Ar, 1 point of armor during rames 24-31, Knockdown on airborme opponent 
Shoulder Tackle HP” (charge 49F)b,f"HP Ho. 238 2 knockdown 4 5 3 1 0 Chargeable: 51F for EX Version and 100F for Super At, 1 point of armor during irames 24-31, Wall bounce on counter hit 
ShoulderTackle EX (charge 49F)bifsPP Anto 1 wali bounce 2 2 34 | 0 Chargeable: 51F for Super Art 

Ghangeof Direction LP” gotrLP H8 183 2 3 5 TP, tak 3 1 0 Forces standing, Knockdown on airbome opponent 

(Change of Direction MP 'gefrMP Hao PA 5 25 12 8 BP, tak 34 | O Forces standing, Knockdowm on arbomme opponent 

Change of Direction HP” gorHP Ho 80 83 2 3 5 TP, taK 3 1 0 Forces standing, Knockdown on airbome opponent 

Change of Direction EX getrPP H0 AP B3 2 Pa 5 BP, tak 3 4 | 0 Forces standing, Knockdown on itbomne opponent, 1 point of armor during frames 1-19 

Secona Mid "LC #PafterChangeof Direction ”)M |” 70 18 4 28 3 2 TP, fe 3 1 0 Forces standing, Knockdown on airbome opponent 

Second Low “LC frKafterChangeof Direction | L | 90 2 2 4 - BPK 34 | 0 |Knoskdown on sirborne opponent 

Finish Mid “LC #tPafterSecond Midorlow ”M 100 11” 2 as knockdown 30 : 5 il-h 

Finish Low “LG fiKafterSecond MidorLow | L | 140” 282 5 Ground bounce -39 5 aa 

Broathless "LC (Charge ASF) b.tePPP: Ihrow 3006 8 ka) hard knockdown - -- | - 64 rames cinematicfreeze before attack begins, 1 poin of armor, Hold PPP to delay attack 1-90 framos 

Breathless (cancel) “LC K during Breathiless 2 - 5 - 22 5 : 2 2 PN Ea 

Gross Art "LC GetrMPAMK Hose 9 2 i switch 2 : 8» - 74 frames cinematic freeze before attack begins, Invulnerabilty frames 1-10 
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Zangief 


Strengths 

#Lariat is an excellent anti-air that can hit opponents coming from the front or back, and has an 
invulnerability window where he can use it as a reversal 

4Has the farther-reaching command grab in the game with LP SPD, and the completed SPD 
places him in perfect position to pressure opponent on knockdown 

#Possesses several fast, far-reaching pokes that reach far enough to easily convert into links 
for boost combos 


Weaknesses 

-Slow walkspeed 

-Jump has a high ceiling but is very shallow, further limiting his forward movement 
-Struggles with clock management due to difficulty advancing guickly and long animations on 
his most damaging options. 

-Limited tag synergy 


Ideal Team Position: Anchor 


Zangief is the archetypical grappler, on a brave guest to press forward towards his enemy with a 
large body and above-average health bar so that he can get close enough to slam them into the 
ground with devastating command throws. As the years have passed, he has learned new 
methods of attack to supplement his wrestling ways, adding a plethora of strikes and movement 
options that can bring him closer to the opponent guickly as well as deliver hit-based combos 
should the situation call for it. In Street Fighter x Tekken, Zangief benefits greatly from the 
Cross Rush system, using his fast, long-reaching crouching jab to link into devastating combos 
to bring his partner in for full damage. Furthermore, his SPD upon successful completion lands 
the opponent in a hard knockdown a perfect distance away for Zangief to easily react to 
whatever the opponent tries to do next. If they stand still, Zangief can continue his advance. If 
they try to roll forward, they're just far enough away where Zangief can easily react with a 
normal throw to kill their red health and place them in yet another hard knockdown position. 
Despite all of this, he still struggles with closing large gaps of distance in a reasonable amount 
of time, and this weakness can prove fatal thanks to how important clock management is in this 
game. When looking to play Zangief, let his partner make his way in and then set up a situation 
where Zangief doesn't have to travel as far to press forward and make the opponent play his 
game. 
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Sample Combos 


hitconfirm 


cl.MP, st.MPvst.HPvHP HK 

(Obar, xrush, close, hard) 

cr.LP xx cr.LP xx st.LK vst.MK svst.HP» HP HK 

(Obar, xrush, easy) 

cl.HP, st.LK xx dp-#PP, cr.HP, st.LK xx dp-#-P 

(1bar, close, hard) 

cl.HP, st.LK xx dp-#PP, cr.MK, ci.MP, ci.MP xx KKK (or PPP) 
(1bar, close, corner, medium) 

cl.HP, st.LK xx dp-#PP, cr.MK, ci.MK, st.MKsst.HK 

(1bar, close, medium) 


juggle 

cl.HP, st.LK xx dp-P 

(Obar, medium) 

cl.MP, st.MP, st.MKvst.HK 

(Obar, easy) 

cl.HP, ci.MP, ci.MP xx dp-P 

(Obar, corner, hard) 

cl.MP, ci.MP, ci.MP xx KKK (or PPP) 
(Obar, corner, easy) 
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Move 
FarLP 

FarMP 

FarHP 

FarLK "LC 

Far MK 

Far HK 

Close LP 

Close MP 

Close HP “LC 

Close LK 

Close MK "LC 

Close HK 

Crouch LP 

Crouch MP 

Crouch HP 

Crouch LK 

Crouch MK 

Crouch HK 

Jump Up LP 

Jump Up MP 

Jump Up HP 

Jump Up LK 

Jump Up MK 

Jump Up HK 

Jump Diagonal LP 
Jump Diagonal MP 
Jump Diagonal HP 
Jump Diagonal LK 
Jump Diagonal MK 
Jump Diagonal HK 
Launcher “LC 

Cross Cancel 

Body Slam 

Kirinshu 

Fiying Body Attack 
Double Knee Drop 

MP Headbutt 

HP Headbutt 

Long Kick 

Spinning Piledriver LP 
Spinning Piledriver MP 
Spinning Piledriver HP 
Spinning Piledriver EX 
Banishing Flat LP 
Banishing Flat MP 
Banishing Flat HP 
Banishing Flat EX 
Double Lariat "LC 
Ouick Lariat 

Fiying Power Bomb LK 
Fiying Power Bomb MK 
Fiying Power Bomb HK 
Fiying Power Bomb EX 
Atomic Suplex 

Atomic Suplex EX 
Final Atornic Buster 
Cross Art “LC 


Command 


HP4HK 
##HP4HK (while blocking) 
LP4LK 

btLP4LK 

@#HP during diagonal jump 
@#LK during diagonal jump 
utMP during vertical jump 
utHP during vertical jump 
HK 

#dfd,db,b,ubtLP 
#dfdsdb,b,ubtMP 
#dfd,db,b,ubtHP 
#dfddb,b,ubtPP 
tddfeLP 

#ddfMP 

tddeHP 

tddfePP 

PPP 

KKK 

#dfd,db,b,ubtLK 
#idfid,db,b,ubtMK 
#dfdsdb,b,ubtHK 
#dfd,db,b,ubtKK 
#dfdsdb,b,ubtLK 
#dfddb,b,ubt#KK 
#dfddbib,ub#KKK 
aoteMP4MK 
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throw 


Damage 
30 
80 
120 
40 
80 
120 
40 
80 
120 
40 
80 
120 
30 
70 
120 
40 
80 
120 
50 
90 
130 
50 
90 
130 
50 
90 
130 
50 
90 
130 
100 
130 
150 
150 
100 
70 
110 
90 
150 
200 
220 
240 
230 
110 
110 
110 
60x2 
100(120) 
100 
200 
200 
200 
200 
230 
250 
340 
1504 


Startup 


4 
5 
12 
5 


onaaa oa 


BonJonw4ngdoong KoooLNoooop 


5 


2): 


Active 


JAN NN NON NN NO BRO WAN SAK WA MWOANN AN GS AN ANN 


2)7(3)2)84)3 
5(3)8(A)3 


PNNNNN SBN 


211-36)2 
2 


14 

23 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 

54 

26 

20 

20 
until ground#4 
until ground#4 
until ground#4 
until ground#4 

2 

52 

49 

47 

a7 

20 


20 
20 
17 
14 
“ 
46 
46 
46 
46 


88 


Hit Adv 
15 
45 
3 
13 
3 
0 
14 
15 
15 
46 
13 
0 
“4 
14 
2 
15 
13 
hard knockdown 
112 
"16 
120 
"12 
116 
120 
112 
"16 
120 
"12 
116 
120 
switch 
hard knockdown 
hard knockdown 
hard knockdown 
“17 
12 
#16 
120 
hard knockdown 
hard knockdown 
hard knockdown 
hard Knockdown 
hard knockdown 
2 
5 
4 
ground bounce 
knockdown 
fioat 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard Knockdown 
hard knockdown 
hard Knockdown 
switch 


Block Adv 


“ 
“ 
3 
4 
7 
5 
() 
“ 
A 
12 
A 
6 
0 
0 
“ 
“ 
A 
8 
14 
15 
18 
“4 
15 
18 
14 
15 
18 
14 
15 
18 
34 
“2 
15 
“4 
15 
18 
3 


Cancel 
SM.EXSA.CA 


SM.EXSA.CA 


SMEXSA.CA 
SM.EXSA.CA 


SMEXSA.CA 


SMEXSACA 


SM.EXSA.CA 


JP JC JS 


| SUNAN AN AW NA WNA WN AW NA WN ANA Na 


Notes 


Rapid fire cancelabie into light normal aftacks 
Whifis on crouching opponent 
Rapid fire cancelable into light normal attacks 


Forces standing 


Forces standing 
Rapid fire cancelabie into light normal attacks 


Forces standing 


Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerability frames 1-16, Resembles HP Banishing Flat 


Knockdown on airbome opponent 

Knockdown on airborne opponent 

Knockdown on airborne opponent, Ground bounce on grounded counter hit 
Ground bounce on airborne opponent 


Strike and projectile invulnerabilty frames 1-5 

Front half of body projectile invulnerability frames 6-18, Hit counts as projectile, Knockdown on airborne opponent 

Front half of body projectile invulnerability frames 8-23, Hit counts as projectile, Knockdown on airborne opponent 

Front half of body projectile invulnerability frames 8-23, Hit counts as projectile, Knockdown on airborne opponent 

Projectile invulnerability frames 1-15, Hits count as projectile, Knockdown on airborne opponent 

Upper body invulnerabilty frames 1-6, Mid body invulnerabiity frames 7-55, Projectile invulnerability frames 7-55, On block: -43 on crouching opponent 
Lower body invulnerabilty frames 1-33, On block: -18 on crouching opponent 

Chargeable: 51F for EX Version and 100F for Super Art, Throw hitbox triggers when near opponent, 1 point of armor during frames 28-52 
Chargeable: 51F for EX Version and 100F for Super Art, Throw hitbox triggers when near opponent, 1 point of armor during frames 28-54 
Chargeable: 51F for EX Version and 100F for Super Art, Throw hitbox triggers when near opponent, 1 point of armor during frames 28-60 
Chargeable: 51F for Super Art, 1 point of armor during frames 1-64, Throw hitbox triggers when near opponent 

Chargeable: 51F for EX Version and 100F for Super Art 

Chargeable: 51F for Super Art, 1 point of armor 

84 frames cinematic freeze before attack begins, 1 point of armor during frames 1-38, 2nd active frames trigger near opponent 

64 frames cinematic freeze before attack begin, Invulnerability frames 1-10 
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Rufus 


Strengths 

4Divekick is still a very useful tool to maintain offense despite the nerf 

#Plenty of fast links for combos and confirms 

4#EX Messiah Kick is an excellent reversal to safe tag partner to begin a tag-in combo off of 
reversal 

4Strong whiff punishment 

4Can punish blocked boost combos that some characters have difficulty or cannot punish 
#Excellent tag synergy with large number of the cast thanks to several options to safe-tag such 
as Galactic Tornado, EX Messiah Kick, and LP Snake Strike on rare occasions (44 on block, 47 
on hit) 


Weaknesses 

-weak against crossups 

-Floaty jump can make him easy to anti-air 

-Overly reliant on meter for best options for damage 

-Divekick is vulnerable to air-to-airs if used too overzealously, especially thanks to the combo 
system 

-Divekick can be blocked low 


Ideal Team Position: Point 


Many of Rufus' strengths from the Street Fighter IV series remain intact in Street Fighter x 
Tekken with names like CoachSteve, JB, Ricki Ortiz, and Homeless Dragon enjoying great 
success with him in tournament play. His divekick, though not as overpowering as it once was, 
is still his preferred way of starting offense, possessing enough hitstun and blockstun to allow 
Rufus to apply pressure to the opponent. What makes Rufus' toolkit particularly intimidating in 
his ability to tag in an opponent safely from a variety of situations. Ending combos with a tag 
cancelled Snake Strike can lead to big damage and a full juggle for an incoming partner. A 
blockstring ended with Galactic Tornado can allow his partner to enter the field of battle safely. 
His best reversal, the EX Messiah Kick, can be easily tagged into on block or on hit so that his 
partner can ensure his safe retreat off the field of battle. This can be particularly strong if the 
opponent had to fight to put Rufus on the defensive, only to watch that momentum disappear 
with the time continuing to run out. Rufus also possesses the ability to close gaps of distance 
guickly thanks to a long jump and his df-mk, along with a respectable forward dash, walkspeed, 
and his divekick. Since his primary strength is his ability to set up his partner (and Rufus' 
toolset allow him to have synergy with almost every character in the game), it is recommended 
that you place Rufus in the point position when putting him on your team. 
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Sample Combos 


safe 


cI.LKSf4#- HK, st.LK5f#-HK, df4-MK, cl.HP xx CADC (243) 
(Obar, close, hard) 


punish 

cl.HP xx gcf#LKSLK (244) 

(Obar, easy) 

cl.HP xx gcf--PP, st.HK, st.HK, cl.HP xx gcf-MK (409) 
(1bar, midscreen, hard) 


cl.HP xx gcf-#-HPPf, cl.LK/st.LKSf4#-HK, f4#-HP xx gcf# HK» MK (394) 


(Obar, corner, easy) 
cl.HP xx gcf--PP, f#-HP, f4 HP, f#HP xx gcf# MK» MK (428) 
(1bar, corner, medium) 


juggle 

cl.HP xx dp-#-HP 

(Obar, easy) 

CI.LK5f4-HK, f#-HP xx gcf- HK» MK/LK 
(Obar, corner, easy) 


punish 1bar midscreen 


cl.HP xx gcf--PP, st.HK, st.HK, cl.HP xx gcf#-MK (409) 
(hard, bnb) 


punish 1bar corner 


cl.HP xx gcf--PP, f4- HP, f4 HP, f4-HP xx gcf-MK»MK (428) 
(medium, bnb) 
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Move 
FarLP 

Far MP 

Far HP 

Far LK 

Far MK 

Far HK 

Close LP 

Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Crouch LP 

Crouch MP 

Crouch HP 

Crouch LK 

Crouch MK 

Crouch HK 

Jump Up LP 

Jump Up MP 

Jump Up HP 

Jump Up LK 

Jump Up MK 

Jump Up HK 

Jump Diagonal LP 
Jump Diagonal MP 
Jump Diagonal HP 
Jump Diagonal LK 
Jump Diagonal MK 
Jump Diagonal HK 
Launcher "LC 

Cross Cancel 

Head Bazooka 

Hand Machinegun 
Vulture Kick 

Glory Kick 

Fragrance Palm "LC 
Falcon Kick 

Target Combo 
Galactic Tornado LP “LC 
Galactic Tornado MP 
Galactic Tornado HP 
Galactic Tornado EX 
Snake Strike LP 
Snake Strike MP 
Snake Strike HP 
Snake Strike EX 
Messiah Kick LK 
Messiah Kick MK 
Messiah Kick HK 
Messiah Kick EX "LC 
Messiah Kick High Attack "LC 
Messiah Kick Low Attack 
Messiah Kick Mid Attack 
Big Bang Typhoon 
Cross Art "LC 


Command 


LP4LK 
btLP4LK 

#EMK 

dfeMK 

HHP 

dfeMK (air) 

LK» FHK 

acttLP 

acttMP 

gcteHP 

gcttPP 

#ddfeLP 

Hd.dfeMP 

fadfeHP 

HddikEx 

goteLK 

actMK 

geteHK 

gofeKK 

LK after Messiah Kick 
MK after Messiah Kick 
HK after Messiah Kick 
gcttPPP 

gcftMP4MK 
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throw 
throw 


TTg-11rriTTTTrTiTrrrTirirs 


Damage 


30 
60 
90 
30 
60 
90 
30 
60 
90 
30 
60 
90 
30 
60 
90 
30 
60 
90 
40 
70 
100 
40 
70 
100 
40 
70 
100 
40 
70 
50,50 
100 
30,60 
130 
130 
80 
70 
80 
60 
30,60 
30,50 
20x2,40 
20x2,50 
0,80 
40x4 
40x5 
40x5 
30x7 
90 
100 
120 
20x5 
80 
100 
100 
320 
1504 


Startup 


6 


& 


KAS NN MANA AMA BA PUN ON 


» 
8 
£ 
5 


» 
& 


& 
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until ground 
2 
8(6)2 
21(5)2 
21(5)2 
194) 
13)1 ayu, 
18112291) 
131219)22 
AR 2 
2 


1 
1(3)1(3)2 
1(3)1(8)1 
1(2)1(2)1 


2 
2 


3(1)21)2(1)2(8)2 
4 


2 
6 


2 


Recovery 

9 

15 

A7 

12 

18 

17 

9 

14 

2 

8 

14 

25 

KRI 

15 

34 

12 

19 

25 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 

54 

19 

20 

20 

14 

12 

20 

4 

2 

2 


Hit Adv 
46 
14 
14 
13 
“ 
oat 
15 
45 
“ 
47 
14 
4 
14 
13 
A1 
43 
“ 
hard knockdown 
112 
#16 
120 
"12 
#16 
120 
12 
416 
120 
#12 
#16 
120 
switch 
hard knockdown 
hard knockdown 
hard knockdown 
“ 
43 
oat 
#10 
fioat 
knockdown 
knockdown 
knockdown 
wall bounce 
47 
15 
14 
3 
5 
0 
10 
knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
switch 


Block Adv 


12 
() 
A 
A 
3 
# 
“ 
# 
5 
143 
0 
7 
() 
A 

46 
A 
3 
7 
14 
45 
18 
14 
15 
18 
14 
45 
18 
14 
145 
18 

34 


5 
73 


Cancel 
SM.EX.SA,CA 


SM.EXSA,CA 

SM.EX.SA,CA 

SM,EX,SA,CA 
Ast hitSM,EX.SA.CA 


SM.EXSA,CA 
SM,EX.SA,CA 


SM.EXSA,CA 
SM.EX.SA,CA 


SM.EX.SA.CA 


333 
333 
33 
3,3,3,3444 
3333444 
3,333,444 
4,5.6,7,8,9,10 


Je 


js 


o000000000000000-224. 


Notes 


Rapid fire cancelabie into light normal moves 


Rapid fire cancelable into light normal moves 


Forces standing 


id fire cancelabie into light normal moves 


Crumples on standing counter hit 
Rapid fire cancelable into light normal moves 


Knockdown on airborne opponent 
Crushes crouching attacks frames 1-12, Launches opponent while switching characters 
Invulnerability frames 1-10, Resembles LP Galatic Tornado 


Knockdown on airborne opponent, Airborne frames 10-24, Lower body invulnerability frames 10-20 


Chargeable: 51F for EX Version and 100F for Super Art, Hits count as projectiles, Absorbs one projectile hit 
Chargeable: 51F for EX Version and 100F for Super Art, Hits count as projectiles, Absorbs one projectile hit 
Chargeable: 51F for EX Version and 100F for Super Art, Hits count as projectiles, Absorbs one projectile hit 
Chargeable: 51F for Super Art, Absorbs one projectile hit, 1st hit pulls opponent toward Rufus 

Airborne frames 1-27 

Airborne frames 1-35 

Airborne frames 1-34 

Invulnerability frames 1-11, Airborne frames 1-40, Whiffs on grounded opponent 

Lower body invulnerability frames 1-34, Airborne frames 11-34 

Lower body invulnerability frames 1-39, Airborne frames 11-39 

Lower body invulnerability frames 1-42, Airborne frames 11-42 

Invulnerability frames 1-17, Airborne frames 11-39 

Invulnerability frames 1-12 

Airborne frames 10-29 

72 frames cinematic freeze before attack begins, Invulnerability frames 1-19 

62 frames cinematic freeze before attack begins, Invulnerability frames 1-9 & frames 46-51 


Dhalsimy, 
.—— —5—.5 
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Dhalsim 


Strengths 

#Excels at burning the game clock 

#j.4-HP can actas a safe tag cancel, and its massive hitbox ensures it will almost always hit in a 
variety of ranges. 

#Instant air teleports can place stationary opponents in an immediate guessing game, and 
Dhalsim can always be at advantage even if the opponent blocks correctly. 

#Very strong fireball war game thanks to the ability to throw projectiles as well as threaten a 
teleport against fellow zoners 


Weaknesses 

-Low health at 900 HP 

-Almost no combo potential as an incoming or outgoing partner 
-No invincible reversals that can shift momentum 


Ideal Team Position: Point 


Known for his atypically long limbs that are used to pester opponents from a distance, Dhalsim 
has been given the added benefit of combo potential thanks to the Cross Rush system giving 
him access to chains that allow him to easily confirm into a full combo. Whereas his close 
range normals were originally only accessible via holding back during hit buttons, they are 
instead tied to normal inputs while the “zoom” variants of those normals are reserved for F or 
DF. His teleport is still a very strong tool that allows him guick escapes from any situation that 
could lead to a crack in his defense, and his teleport can be Tiger Knee'dto lead to an instant 
overhead guessing game from the front or the back. Even if the opponents block, he can still 
cancel into a Yoga Fire that put the situation back in neutral, at which point Dhalsim can begin 
his next point of attack. However, he relies heavily on the Cross Rush system as his solo 
combo potential is guite limited. Dhalsim is best used in the front as his zoning can set the tone 
for the rest of the match and put pressure on the opponent to mount an offense significant 
enough to make up for how much time was lost trying to get in on him. In the meantime, 
Dhalsim should be able to create an opening where his partner can finish things off in ways that 
he cannot. 
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Sample Combos 


hitconfirm 


Cr.MP, cr.HP xx hcb-#-HP, st.LK, cr.MP, df-HK (332) 
(Obar, corner, medium) 


punish 


cr.HP xx hcb-#-HP, cr.MP, cr.MP, cr.HP xx hcb#-MK (409) 
(Obar, corner, medium) 

f#HK, st.MKvcr.HP HP HK 

(Obar, easy) 


overhead 


f-LP, dft-LK xx gcf#-PP, st.MKvHP4-HK (196) 
(1bar, veryhard) 


juggle 

cr.MP, cr.MP, df-#-HK, (IAT j.MK) 
(Obar, easy) 

cr.MP, st.MK xx hcb-#-HP 

(Obar, easy) 

cr.MP, df#-LK, cr.HP xx hcb#-LK 
(Obar, medium) 

cr.MP, cr.MP, cr.HP xx hcb#-LK 

(Obar, corner, easy) 
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Move 
Standing LP “LC 
Standing MP 
Standing HP 
Standing LK 
Standing MK 
Standing HK 
MP 

ttHP 

teLK 

PMK LC 
tHK 

Crouch LP 
Crouch MP 
Crouch HP 
Crouch LK 
Crouch MK 
Crouch HK 
dfeLP 

dirMP "LC 
dftHP "LC 
dfeLK 

dfeMK 

dfrHK “LC 
Jump LP 
Jump MP 
Jump HP 
Jump LK 
Jump MK 
Jump HK 
#LP (air) 
TMP (air) 
#HP (air) 
(LK (air) 
#MK (air) 
(HK (air) 
Launcher "LC 
Cross Cancel 
Yoga Smash 
Yoga Throw 
Yoga Spear 
Yoga Mummy 
Yoga Tower 
Razor Chop 
Yoga Fire LP 
Yoga Fire MP 
Yoga Fire HP 
Yoga Fire EX 
Yoga Teleport “LC 
Yoga Teleport (air) 
Yoga Flame LP 


Yoga Flame MP 
Yoga Flame HP 
Yoga Flame EX 


Yoga Blast LK "LC 
Yoga Blast MK “LC 
Yoga Blast HK “LC 
Yoga Blast EX “LC 
Yoga Infemo “LC 
Yoga Volcano “LC 
Cross Art "LC 


Command 


HP4HK 
(HP4HK while blocking 
LP4LK 

b#LP4LK 

d#K (air) 

@#HP (air) 

d#PPP 

LP 

aofeLP 

acftMP 

aoftHP 

acirPP 

#ddforb,d,db 4 PPPIKKK 
fddforb,d,db 4 PPPIKKK 
hcbtLP 


hcb#MP 
hcb#HP 
hcbtPP 


hcbtLK 
hcbtMK 
hcbtHK 
hcbtKK 
hcbtPPP 
hcbtKKK 
@cftMP4MK 


z 
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Damage Startup 
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TR 
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conNoooon 
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Active 


until 
until 


Recovery 

10 

14 

2 

9 

16 

16 

19 

19 

13 

18 

16 

9 

8 

15 

8 

13 

24 

“ 

18 

23 

12 

14 

26 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
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18 

20 
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Hit Adv 
13 
13 
12 
14 
“ 
45 
“4 
0 
o 
0 
15 
13 
18 
14 
13 
12 
hard Knockdown 
12 
2 
AG 
3 
4 
hard Knockdown 
112 
116 
t20 
112 
116 
t20 
112 
#16 
119 
112 
116 
t20 
switch 
hard knockdown 
hard knockdown 
hard Knockdown 
412 
118 
33 
5 
knockdown 
knockdown 
u 


knockdown 


knockdown 
knockdown 
knockdown 


hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
switch 


Block Adv 


5i 
3 


Cancel 
SM.LEX.SA,CA 
SM.EXSA,CA 

1st hit SM,EX.SA,CA 
SMEX.SA,CA 
SM.EX.SA,CA 


SMEXSA,CA 
SM.EXSA,CA 
SMLEXSA,CA 
SM.EXSA,CA 
SMEXSA,CA 


SMEX.SA.CA 


3214: Everything 


ala 
Nai 


3, 


& 


0 WN ANA NAN A WNA WNA WNA WNA WNA WN WNA 


1LRYAMKIBHK) 


Notes 


Forces standing 


Forces standing, Knockdown on airborne opponent 


Grushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerability frames 1-7, Resembles Standing HK into Yoga Blast 


Button strength determines angle 

Knockdown on airborne opponent 

Lower and middle body invulnerability frames 1-60 

Hits crouching opponent on frame 16 

Projectile active for 91 frames, Knockdown on airborne opponent 

Projectile active for 55 frames. 

Projectile active for 41 frames 

Knockdown on airborne opponent 

Invulnerability frames 1-29, Crushes crouching altacks frames 30-33 

Invulnerabilty frames 1-25 

Chargeable: 51F for EX Version and 100F for Yoga Inferno, Hit counts as projectile 
Chargeabie: 51F for EX Version and 100F for Yoga Inferno, Hit counts as projectile 


Chargeable: 51F for EX Version and 100F for Yoga Inferno, Hit counts as projectile 
Chargeable: 51F for Yoga Inferno, Projectle invulnerabilty frames 1-12, Hit counts as projectile 
Chargeable: 51F for EX Version and 100F for Yoga Volcano, Hit counts as projectile 


Chargeable: 51F for EX Version and 100F for Yoga Volcano, Hit counts as projectile 

Chargeable: 51F for EX Version and 100F for Yoga Volcano, Hit counts as projectile 

Chargeable: 51F for Yoga Volcano, Invulnerability frames 2-4, Hit counts as projectile 

78 frames cinematic freeze before attack begins, Invulnerability frames 1-3, Hits count as projectile 
67 frames cinematic freeze before attack begin, Invulnerability frames 1-8, Hits count as projectile 
63 frames cinematic freeze before attack begins, Invulnerability frames 1-10 
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Sagat 


Strengths 

#Excellent anti-air options with DP, f-HK, and s.HK 

#f4-HK anti-air can lead to low-scaled damaging combos that also provide an easy tag cancel 
into a partner 

#Excellent at momentum shifts 

4Counter-hit f-LK on standing opponents lead to full jump-in combos 

#Possesses normal attacks that are excellent for a variety of situations (cr.Ip for poking, far MK 
for spacing, cl.LK for confirming into boost combos) 

#Possesses a true DP with the invulnerability that comes with it 


Weaknesses 

-Fireball game is not as frightening as it should be thanks to long recovery and lengthened 
hurtbox while firing, as well as numerous characters having projectile-invulnerable approach 
options 

-His best spacing tool on block, his Tiger Knee, is very range dependent to be used effectively 
for that purpose 

-Has difficulty creating gaps that allow him to zone once the opponent is close enough to him, 
even if he completes a combo 

-Difficulty providing safe tag situations 

-Low mobility 

-Large body character 


Ideal Team Position: Point 


Although weaker than his v2012 variation, the v2013 version of Sagat is still a powerhouse that 
can guickly turn the tide of battle thanks to his high damage output and ability to call out his 
opponents on errors of judgment with his Tiger Uppercut or his High Step Kick, both of which 
can lead to full combos if they catch an opponent in the air. Furthermore, both of these attacks 
can be traded, giving Sagat the ability to win in almost any exchange that involves an airborne 
opponent. While there are some characters who can ignore his fireball game entirely, and he 
can get punished badly for making a bad call, Sagat's zoning ability combined with his unigue 
“sweet spot” just outside mid-screen where he can blast an opponent with an anti-air into a full 
combo makes him very dangerous to approach wantonly. His buttons are also very strong, with 
far mk retracting his lower hitbox making it a strong anti-low tool to boost into his partner. His 
close and far LK are also strong thanks to their long range and double-hitting properties to allow 
for an easy confirm into boost, while his cr.LP starts up in only 3 frames to give him a strong 
blockstring tool. Use him as a point character as he possesses several ways to tag into a 
partner for big damage and can set the tone early thanks to his strong command of neutral. 
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Sample Combos 


hitconfirm 


cr.LK, cr.LP, cr.MP xx dp-#HP (213) 
(Obar, medium) 

punish 

cl.HP, cr.MP xx dp--HP (270) 
(Obar, easy) 

cl.HP, cr.MP xx dp4#KK, j.HP, cl.HK(1) xx dp#HP (358) 
(1bar, midscreen, easy) 

juggle 

cr.MP, cr.MK, cr.MK xx dp-#-HP 
Post-launch 

(Obar, medium) 

f#-HK, dp-HP 

(Obar, easy) 
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Move 
FarLP 

Far MP 

Far HP “LC 

Far LK 

Far MK 

Far HK 

Close LP 

Close MP 

Close HP “LC 

Close LK 

Close MK 

Close HK 

Crouch LP 

Crouch MP 

Crouch HP 

Crouch LK 

Crouch MK 

Crouch HK 

Jump Up LP 

Jump Up MP 

Jump Up HP 

Jump Up LK 

Jump Up MK 

Jump Up HK 

Jump Diagonal LP 
Jump Diagonal MP 
Jump Diagonal HP 
Jump Diagonal LK 
Jump Diagonal MK 
Jump Diagonal HK 
Launcher 

Cross Cancel 

Tiger Rage 

Over the Back Toss 
Heavy Tiger Elbow 
Low Step Kick 

High Step Kick 

Fake Kick 

High Tiger Shot 

High Tiger Shot EX 
Low Tiger Shot 

Low Tiger Shot EX 
Tiger Uppercut LP “LC 
Tiger Uppercut MP “LC 
Tiger Uppercut HP “LC 
Tiger Uppercut EX “LC 
Tiger Knee LK "LC 
Tiger Knee MK "LC 
Tiger Knee HK “LC 


Tiger Knee EX “LC 
Tiger Genocide 
Cross Art "LC 


Command 


HPtHK 
##HP4HK (while blocking) 
LP4LK 

b#LPALK 

(HP 

teLK 

(HK 

HK» HK 

acfP 

acttPP 

actrK 

aot#KK 

fddfeLP 

td.dftMP 

td,dfeHP 

#ddfePP 

tddfeLK 

td.dfeMK 

LaafiHK 


fd,dfeKK 
OciKKK 
gct#MP4MK 


TTggzzzc.c...zorrIIIITIIITIIIIITIIT 


throw 
throw 


2 drir xi 


za 


Damage 
30 
60 


120 
75 
50x2 
70 
50x2 
120(100) 
140(110) 
150(120) 
80,30x4 
70,40 
70,50 
80,60 
30x3 


50,30x4,40,20x5 
1504 


5 
10 
10 


3 
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Startup — Active 


2 
3. 
3 
3 
3 
3 

12 
4 
5 
7 
6 
6 
7 


pradiog 


Swan 


10 
12 
13 
14 
16 
14 


15 
11(20)23 
2 


Recovery 

8 

15 

20 

9 

16 

2 

6 

15 

17 

9 

18 

19 

10 

12 

18 

9 

16 

24 
until ground?4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground?4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 

54 

44 

20 

20 

2 

24 

17 

13 

29 

29 

33 

31 

45 

46 

44 

48 

17 

18 

25 


14 
a7 
50 


Hit Adv 
47 
12 
12 
15 
12 
# 
18 
14 
15 
15 
“ 
13 
15 
16 
14 
15 
12 
hard Knockdown 
"12 
116 
120 
"12 
16 
420 
12 
"16 
120 
"12 
16 
420 
swith 
hard Knockdown 
hard Knockdown 
hard Knockdown 
“ 
0 
“ 

“ 
knockdown 
3 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 


wall bounce 
hard knockdown 
switch 


Block Adv 


43 
2 
3 
43 
2 
4 
“4 


Cancel 
SMEXSA,CA 


SMEXSA,CA 
SMEX.SA,CA 


1st hit: SM,EX,SA,CA 
SMEXSA,CA 
SMEXSA,CA 
SMEXSA,CA 
SMEXSA,CA 


SMEX.SA,CA 
SMEXSA,CA 


Whiff: SM,EX.SA.CA 
Whiff. SM,EX.SA.CA 


45678 
34 
34 
34 


33 
10,10,10 
3 


11AA9 
34 
34 
34 


0,0,2 
0,010 


Notes 


Whiffs on crouching opponent 


Forces standing 


1st hit: Forces standing, 2nd hit whiffs on crouching opponent 


Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerability frames 1-7, Resembles HP Tiger Uppercut 


Forces standing, Hard knockdown on airborne opponent, Ground bounce on crouching counter hit 
Forces standing, Stagger (435) on standing counter hit, Knockdown on airborne opponent 

Float on airborne opponent, Whiffs on crouching opponent 

Input HK between frames 1-3 of Standing HK 


Invulnerability frames 1-4, Airborne frames 4-39 
Invulnerability frames 1-5, Airborne frames 5-43 
Invulnerability frames 1-6, Airborne frames 6-44 
Invulnerability frames 1-9, Airborne frames 7-44 
Chargeable: 51F for EX Version and 100F for Super Art, Airborne frames 10-24 
Chargeable: 51F for EX Version and 100F for Super Art, Airborne frames 10-26 
Chargeable: 51F for EX Version and 100F for Super Art, Airborne frames 10-29 


Chargeable: 51F for Super Art, Airborne frames 11-26 
60 frames cinematic freeze before attack begins, Invulnerability frames 1-5, Airborne frames 16-89 
73 frames cinematic freeze before attack begins, Invulnerability frames 1-10 
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Rolento 


Strengths 

#Combos burn the game clock easily and build meter guickly, putting pressure on the opponent 
to shift momentum 

#Excellent normals that allow him to thrive at footsies and neutral 

#Patriot Circle is a safe tag cancel 

4#Pogo stick (j.d-MK) can be used as a mixup on hard knockdown with minimal risk 

excellent defense against grounded or airborne opponents 

#several blockstrings that allow him to remain at advantage 


Weaknesses 

-difficulty stopping pressure from an opponent as his best reversal, EX Patriot Circle, has an 18 
frame startup, and can be neutral jump punished my most of the cast. 

-#floaty jump can make him easy to anti-air 

-Very low damage output 

-Only does 60 damage on anti-air 

-Low health total at 930 


Ideal Team Position: Point 


While his damage output is not particularly high even though he can achieve a juggle state 
independently and without meter, Rolento is a very dangerous opponent thanks to his ability to 
control the game clock better than a large chunk of the cast. His go-to combos centering 
around his Patriot Circle take a long time to complete and have excellent wall carry ability, 
gradually whittling away at an opponent's life until desperation begins to set in. And once that 
realization hits the opponent that they are running out of time to stop Rolento, that's when he 
truly begins to shine. His anti-air game is exceptionally strong at keeping people out, utilizing 
s.mp and j.Ip to cease an opponent's attack, and his buttons on the ground are among the best 
in the game to confirm into yet another combo to eat more of the clock. Furthermore, he can 
easily set up atag for his partner to come in and either finish off an opponent or shift the mood 
of the match faster than the opponent can adapt after so many seconds wasted trying to crack 
Rolento's defense. If you are willing to use the clock as a weapon and play patient enough to 
force an opponent into desperation after long periods of standoff, give Rolento a try. 
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Sample Combos 


punish 

cl.HK, cr.MK xx gcf#-Psgcf#-Psgcf--P, walk forward, st.MKscr.HK 

(Obar, close, medium) 

cl.HK, cr.MK xx gcf#-Psgcf#-Psgcf--P, cl.HK, ci.MK, cr.MK xx gcf-#-MP -gcf-#-MP, gcf-MP 
(Obar, close, medium, corner) 

cl.HK, cr.MK xx gcf-Psgcf#-P»gcf--P, cl.HK, cl.HK, cr.MK xx gcf-MP3gcf-4#-MP, gcf-MP 
(Obar, close, hard, corner) 


hitconfirm 


cr.LP, cr.LP, cr.MK xx gcf#-Psgcf#-Psgcf-#-P, walk forward, st.MKscr.HK 

(Obar, medium) 

cr.LP, cr.LP, cr.MK xx gcf-Psgcf#-P»gcf--P, cl.HK, cl.HK, cr.MK xx gcf-MP3gcf#-MP»sgcf-MP 
(Obar, hard, corner) 


juggle 

cl.LP, walk forward, ci.HK, cr.MK xx gcf#-MP»gcf-MP-gcf-MP 
(Obar, close, medium) 

cl.MK, ci.MK, cr.MK xx gcf#-MP-gcf-#-MP -gcf-MP 

(Obar, easy, corner) 


medium 

gcf-#-PP, (delay) j.HP, cr.LK, cr.MK xx gcf-MP3gcf#-MP3gcf--MP 
(1bar, invulnerable) 

gcf--PP, walk forward, cl.MK, st.MKscr.HK 

(1bar, invulnerable) 
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Move Command Hit Damage Startup Active Recovery HitAdv Block Adv Cancel up Je us 
Far LP H 30 4 3 3 48 12 SMEX.SA,CA al 1 ane 

FanClose MP H 80 7 7 1 4 3 : 2 1 1 

Far HP H 40,50 Kg 12 23 0 5 - 33 AA E 

FanClose LK H 30 4 5 7 15 “ - 1 1 1 

Far MK H 80 7 7 “ 13 4 5 2 gl 5 

Far HK H 90 7 4 15 18 “ 5 3 1 IN 3 

Ciose LP H 30 4 3 7 19 0 SMEXSA,CA 4 1 IE 

Close HP H 90 9 5 24 3 2 SMEX.SA.CA 3 1 1 Forces standing 

Close MK H 80 8 5 “ 15 “4 SMEX.SA,CA 2 1 5 

Close HK H 90 7 4 5 7 “ 5 3 1 1 Forces standing 

Crouch LP H 30 5 2 7 18 “4 SMEXSA,CA 4 1 5 

Crouch MP H 2013 9 222 10 19 45 : 222 LA 1 

Crouch HP H 90 10 4 15 18 “ 5 3 1 Ine 

Crouch LK L 30 4 3 12 “2 2 SMEXSA.CA 1 1 1 

Crouch MK "LC L 60 8 5 15 “ 3 SMEXSA,CA 2 1 TE 

Crouch HK L 90 9 “ 18 hard knockdown — -9 : 3 1 1 

Jump LP M “0 5 3 Until groundr4 "12 4 5 1 1 ARE 

Jump MP M 20x3 8 8 until ground#4 16 45 5 222 1 1 Knockdown on airborne opponent 

Jump HP M 100 9 3 until ground#4 120 -8 5 3 ii an: 

Jump LK M 40 4 7 until ground#4 "12 “4 - 1 1 1 

Jump MK M 70 7 8 until ground#4 6 15 5 2 1 IL 

Jump HK M 100 7 4 until ground#4 120 48 - 3 1 1 

Launcher "LC H 100 13 2 54 Switoh 4 5 3 5 -Grushes crouching attacks 1-12, Launches opponent while Switching characters 
Cross Cancel H 120 15 21 30 hard knockdown —-9 : - 2 - Invulnerabilty frames 1-15, Resembles EX Patriot Circle 

Colonel Carrier LP4LK throw 130 5 2 20 hard knockdown - 5 5 El 20 

Deadiy Package b#LPHLK tnrow 130 5 2 20 hard knockdown - - - - 2. 

Trick Rod TEMK H 80 8 8 12 “ Ea 3 2 1 0 Airborne frames 3-20, Knockdown on airbome opponeni! 

Spike Rod @MK (air) H 60 8 untilground 33 15 “19 13: Normal 2 1 0 Knockdown on airborne opponent, Hold difib to direct hop 

Trick Landing KKK before landing : 5 : E 33 - 5 13: Normal 5 5 - Input command between frames 27-34 of jump, Hold difib to direct hop 
Stinger LK fd,afeLk 2 Es - 5 53 - 2 161:P - E 2tre 

Stinger MK EddkMK z 2 E - 57 - 5 161:P 5 5 Za 

Stinger HK KeareHK 2 5 - : 59 g 5 161p : 5 2 

Stinger EX PearikK E 5 5 5 58 - 5 13P 5 £ ag 

Stinger Follow-Up P during Stinger H 50 16 5 until ground#7 “2 13 2 3 3 0 Button strengih determines angle, Knife is destroyed by normal projectiles and attacks, Knockdown on airborne opponent 
Stinger EX Follow-Up P during EX Stinger H 0x3 16 5 until ground#6 knockdown 33 5 333 Ka 0 Knives are destroyed by normal projectiles and attacks 

Mekong Della Attack PPP : 5 - 9 a7 - 2 5 - 5. - Frame 39 earest starting point of atlack 

Mekong Delta Attack LP PPP LP while landing H 80 a 1 SWhifT/2A(Pit or block) 4 3 Tp 3 3 O' Knockdown on airbome opponent. 

Mekong Della Attack MP PPP » MP while landing H 80 4 18 Awhiff/2afhit or block) 4 3 121p 3 3 0 Knockdown on airbome opponent. 

Mekong Delta Attack HP PPP » HP while landing H 80 4 16 A(whiff/24(bit or block) 4 3 121p 3 3 O Knockdown on airbome opponent. 

Mekong Delta Attack EX PPP » PP while landing H 20x8 3 21 19 “ 3 121p 3333 0 Knockdown on airbome opponent, Projectile invulnerabilily frames 1-23 
Mekong Delta Air Raid LP gebtLP 2 - - 5 23 - - 6-P 5 E AN 

Mekong Della Air Raid MP geb#MP - z1 E - 37 5 Es SP : 5 5 

Mekong Delta Air Raid HP gcbtHP : 5 2 5 ag - 5 6-P 5 2 2715 

Mekong Della Air Raid EX gcbtPP - - - 5 46 ai - 5-P z 2 -  Projectile invulnerabilty frames 1-41 

Mekong Della Air Raid Follow-Up ——“gcbtP 2 P w 0 31 3 1 8 3 5 3 3 O'Knockdown on airbome opponent. 

Mekong Della Air Raid EX Follow.Up ” gcbtPP» P M 80 3 2 16 7 3 5 3 3 0 Knockdown on airbome opponent, Projectile invulnerability frames 1-30, Ground bounce on counter hit 
Mekong Delta Escape gebtK - - - 5 Varies - - Normal, Spike Rod - - - Hold borfto alter distance 

Mekong Della Escape EX gebtKK : 5 - 5 varies 5 - Normal, Spike Rod - - - Hold b or fo alter distance, Invulnerable until Rolento touches wall 

Patriot Circle acfP H one 15 12 28 El 5 : TAAS 0 Chargeable: 51F for EX Version and 100F for Super Art 

Patriot Circle 2nd LP gefeP during Patriot Circle LP H 15x 20 12 z “ 6 - 5555 1150 - 

Patriot Circle 2nd MP gcf#P during Patriot Circle MP H 15x4 20 12 z “ 6 - 5558 maan loe 

Patriot Circle 2nd HP gefeP during Patriot Circle HP H 15x 20 12 z “ 6 E 5678 TAMA 0 - 

Patriot Circle 3rd LP acfrP during Patriot Circle 2nd LP H 20x2,15 25 9 30 Moat 2 5 333 CO Ef 

Patriot Circle 3rd MP acfrP during Patriot Circle 2nd MP” H 20x2,15 25 9 30 float 2 - 81011 o |- 

Patriot Circle rd HP gcfrP during Patriot Circle 2nd HP H 20x2,15 25 9 30 foat 3 5 91041 Oo 

Patriot Circle EX geftPP H 15x6,30 18 2 28 foat 3 - 66.656.666 0 Chargeable: 51F for Super Art, Invulnerability frames 1-18 

Patriot Sweeper acfPPP H1 10x3,10x4,3055x4 | 13 | 6(19)(25)11 32 hard knockdown | -11 - 444 - 62 frames cinematic freeze before attack begins, Invulnerabiity frames 1-14 
Cross Art "LC gef#MP4MK H 1504 7 2 a7 switch 2 3 3 - - 63 frames cinematic freeze before attack begin, Invulnerabilty frames 1-8 
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Ibuki 


Strengths 

4#b4-MP is an anti-air that has upper body invincibility on its first hit and leads to combos. Its angle allows it to stop 
both forward and neutral jump. 

#Has the ability to cancel boost combos into her Target Combo 8 (HP-df4-HK-sf4HK) with either far or close HP, a 
unigue trait among the SF cast 

#Able to jump cancel from »-df-HKsf4-HK, which can be used to disengage or canceled into special moves to apply 
further pressure 

#Very high meter building potential with blockstrings 

4EX Kunai can be cancelled into itself, giving her a deadly chip-out tool to use from afar 

#Has two identical overheads from f--mk and the end of Target Combo 7 (bw-mk - f-mk) where one is -4 and the 
other is #4, and she can combo off of both 

4#Raw Tsumuji Kicks (gcb-K) are -3 on block when done raw and are as much as 0 on block depending on the 
followup. 

#EX Tsumuji Kick is as much as 45 on block 

#st.LP has a 3f startup 

#Raida (hcb-P) is the only 2f attack in the game outside of Super Arts, giving her unigue punish opportunities 
#f4-HK can beat out low attacks and cause a stagger on counter hit 


Weaknesses 

-Boost combo cl.HP can whiff if used from pokes at a certain range, or in specific difficult matchups 

-Reliance on boost and target combos makes her susceptible to alpha counters 

-Only invincible reversals are her Super Art (hcb-PPP) and her Cross Art 

-Tsuijigoe (DP-P) is an evasive jump with no invincibility, not much range, and is unsafe upon landing 
-Neckbreaker (hcf-P) only has very specific uses as it does not go over certain projectiles, is unsafe on block, and 
comes out slow enough to react to easily 

-Her usual hitconfirms don't give her much opportunity to spend meter to increase damage 

-Has difficulty opening up turtles, throw-reliant 

-Low health total at 900 


Ideal Team Position: Either 


The kunoichi-in-training Ibuki is a very peculiar girl, and her eccentricities saw her to an EVO 2018 tournament 
victory. When she's up close, she can hammer opponents with an overhead that can link into a full combo, crack 
open their guard with oppressive pressure using her Target Combos, or suddenly cancel a string mid-hit into her 
Kasumi Gake (gcf-K) when her opponent gets complacent so that she can hit them from behind for a full combo. 
When she's far away, she can keep opponents at bay with her Kunai attacks (gcftP) in the air that causes 
knockdown on hit and gives her more time to play keepaway. But when she's at mid-range, Ibuki's options are 
limited. Her guickest movement options only move her forward, and if she is chased down she has no way to get out 
of trouble unless she's willing to burn two stocks of meter. Her normals typically aren't the best to play footsies with, 
as her best poke, cr.MK might not combo at max range into a boost and that can lead her open for a big punish. 
Therefore, it is best that she be brought in by a partner rather than try to bring them in first. She does not have many 
safe tag options to cover her mistakes, but having Ibuki as an anchor character can override the difficulties she has in 
neutral and immediately begin whittling away at enemy defenses until she can overwhelm opponents with a flurry of 
hits coming from all directions. 
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Sample Combos 


hitconfirm 

st.LPvst.MKscl.HP»df#-HK»f4#-HK»jc j.LK» (delay)f#- MK, hcb--P(325) 
(Obar, medium) 

st.MP, f#LK xx gcb#LK (168) 

(Obar, easy) 

st.MP, f#LK xx gcb#-KK, walk forward ci.HK»jc j.HK, dpt-HK(374) 
(1bar, corner, medium) 

buffer 

cr.MKsst.HP»df4- HK »f4- HK »jc j.LK» (delay)f-#-MK, hcb--P (368) 
(Obar, hitconfirm, low, medium) 

punish 

cl.HP»df-HK»f4#HK»jc j.LK» (delay)f--MK, hcb-#-P (386) 

(Obar, medium) 

overhead 

f-MK, st.MKscl.HP»df#-HK»f-4-HK »jc j.LK» (delay)f--MK, hcb--P(363) 
(Obar, medium) 

crouching 

f#-HK, cl.HP»df-HK2f4#-HK»jc j.LK» (delay)f#- MK, hcb-4-P (447) 
(Obar, counterhit, medium) 

antiair 

b-#-MP, st.MK xx dp#HK (240) 

(Obar, easy) 

b-#-MP(1) xx gcf#LK, cl.HK»jc j.HK, dpt-HK (285) 

(Obar, medium) 

juggle 

cl.HK»jc j.HK, dp-HK 

(Obar, easy) 
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Notes 


Move Command Hit” Damage Startup Active Recovery HitAdv — Block Adv Cancel JP | Jc JS 

FarLP - H 30 3 2 9 “ A - 1 1 

FariClose MP - H 60 5 4 " 16 12 - 2 1 lak 

Far HP - H 90 10 4 23 2 7 - 3 EN MD P3 

FarClose LK - H 30 4 4 9 “ o - 1 1 lai 

FarClose MK - H 60 5 4 14 Es) 4 SM.EX.SA,CA,super jump 2 TE 

Far HK - H 90 Kn) 3 23 4 6 - 3 1 lak 

Close LP - H 30 3 Zi 10 15 “ SM.EX.SA,CA,super jump 4 AA ana 

Close HP "LC - H 50,40 8 22 26 2 8 Isthit SM,EX.SA,CA,superjump |” 3 14 Forces standing, reguires d,u to jump cancel 

Close HK - H 50,40 7 22 23 oat 7 2nd hit jump 3 ro 

Crouch LP - H 30 4 3 7 47 43 SM,EX,SA,CA,super jump 1 14 Rapid fire cancelable into light normal moves 

Crouch MP - H 60 7 5 14 12 2 SM,EX.SA,CA,super jump 2 ni 

Crouch HP - H 90 10 3 2 “2 4 jump 3 14 Knockdown on airbone opponent 

Crouch LK - L 30 4 2 10 15 “ SM.EX.SA,CA,super jump 1 (an 

Crouch MK - L 60 7 5 Ela 4 5 - 2 TA 

Crouch HK "LC - L 90 Aa 2 26 hard knockdown 8 - 2 KN MS F3 

Jump Up LP - M 40 5 9 until ground#4 “12 “ - 1 1 jak 

Jump Up MP - M 70 6s 7 until ground#4 116 15 z 2 nE 

Jump Up HP - M 100 10 5 until ground#4 420 18 - 3 TE BIKE 

Jump Up LK - M 40 5 12 until ground#4 112 “ - 1 EN IG P3 

Jump Up MK - M 70 s 7 until ground#4 416 15 - 2 1 lak 

Jump Up HK - M 100 8 3 until ground#4 120 18 z 3 TE 

Jump Diagonal LP” - M 40 5 s until ground#4 “12 “ - 1 EN UE 

Jump Diagonal MP M 70 6 8 until ground#4 116 15 - 2 Ae Wae 

Jump Diagonal HP” - M 100 12 4 until ground#4 420 18 - 3 11k 

Jump DiagonalLK M 40 4 8 until ground#4 “12 “ - 1 TREN KA cf 

Jump Diagonal MK” - Mm 70 s 5 until ground#4 116 15 - 2 1 lak 

Jump Diagonal HK - M 75 7 5 until ground#4 120 18 - 3 AA Ground bounce on airbome opponent 

Launcher "LC HP4HK H 100 13 2 54 switch -34 - 3 - »  Crushes crouching attacks frames 1-12, Launches opponent while switching characters 
Cross Cancel THP4HK (while blocking) H 100 6 7ej8 39 hard knockdown | -24 Recovery: Kunai - - 1 Invulnerability frames 1-7, Airborne frames 8-48, Resembles EX Kazegiri 
Yami Kazura LP4LK throw 130 5 2 20 - - - - - - 

Uki Yami b#LP:LK throw 130 5 2 20 - - - - TEE 

Tobizaru LP4LK (air) airthrow | 190 5 2 until ground#4 - - - - - I-k 

'Agemen b#MP H 30,30 7 14 13 12 2 Ast hit SMEX,SA,CA 22 | AA 0 Ast hit: Knockdown on airborne opponent, Upper body invulnerability frames 1-11 
Backhand Punch (far) HP » f#HP HH 90,40 s 22 24 knockdown 6 - 3 1.0 - 

Spin Kick teLK H 60 4 3 13 0 4 SM,EX.SA.CA 1 1 0 Knockdown on airborne opponent 

Reverse Spin Kick” btMK H 60 Ka) 2 ELA 0 4 - 2 10 Knockdown on airborne opponent 

Hammer Kick TEMK M 50 23 2 17 15 4 - 2 1 0 Knockdown on airborne opponent, Airborne frames 3-28 

Sazan dfeMK L 60 8 KR) Ka) 3 7 - 2 AA Knockdown on airborne opponent 

Bansho Kick HK H 90 14 2 20 12 o - 2 A0” Knockdown on airborne opponent, Stagger (#29) on counter hit, Airbomne frames 6-31 
Target Combo 1 (air) HP » fEMK H 60 4 7 until ground#4 116 15 - 2 1l- 

Target Combo 2 (ai) LP 3 HP H 90 4 5 until ground#4 120 18 - 5 TE 

Target Combo 3 (air) LK » #EMK H 60 4 7 until ground#4 116 45 - 2 4 - 

- "LC (far) LP » f#MP H 60 5 3 15 “ 0 - 2, KN ES P3 

Target Combo 5 (far) LP » MP» fLK H 30 5 4 14 12 o - 1 TES PAR 

- (close) LP » feMP H 30,30 6 1,2 18 “ 2 Asthit: SMEX,SA,CAsuperjump | 22 | 44 | - - 

Target Combo 4 (close) LP » ftMP » ftHP H 90 3 3 17 “4 # - 3 1 - Forces standing 

- "LC (close) LP » fEMP » dftHK L 90 5 2 26 hard knockdown 5 - 3 Er 

Target Combo 6 (close) LP » feMP » dfeHK » feHK H 90 5 3 23 hard knockdown 6 - 3 1 |- 

Reverse Spin Kick btMK H 60 Ku) 2 17 0 4 - 2 SJ KU P3 

Target Combo 7 b#MIK » FEMK M 60 2 2 12 47 14 - 2 4 - 

- "LC (close) HP » dirHK L 90 5 2 26 hard knockdown 5 - 3 EN MESIN P3 

Target Combo 8 (close) HP » dfeHK » feHK H 90 5 3 23 hard knockdown 6 jump 3 1 - Can be started from Boost Combo 

- (far) LK » F#MK H 60 5 4 18 # 4 SMLEX.SA,CA,super jump 2 1: 

Target Combo 9 (far) LK 2 FEMK » fHIK H 90 5 3 23 hard knockdown 6 jump 3 KN Haa 

Kunai acttP (air) H 30 8 - until ground#16 | knockdown - - 6 TE 

Kunai EX gctePP (air) H 70,70 10 - untilground#9 —— Knockdown - EX Kunai (after peak) 99 | 33 - - 

Tsuljigoe LP #ddfelP - - - - 51 - - - - - 1 Airbomne frames 8-44, Follow-Up with Kunai possible at top of jump arc 
Tsuljigoe MP #d.dfMP - - - - 55 - - - - - -  Airbomne frames 8-48, Follow-Up with Kunai possible at top of jump arc 
Tsuljigoe HP fddftHP - - - - 60 - - - - - 1 |Airbomne frames 9-53, Follow-Up with Kunai possible at top of jump arc 
Neckbreaker LP hcfeLP L 160 16 10 16 hard knockdown |” 13 - 3 3 - Whiffs on airborne opponent 

Neckbreaker MP hcfeMP 5 160 16 12 17 hard knockdown 13 - 3 3 - Whiffs on airborne opponent 

Neckbreaker HP hcftHP L 160 16 21 19 hard knockdown |” 13 - 3 3 -  Whiffs on airborne opponent 

Neckbreaker EX hcftPP L 200 16 14 19 hard knockdown | 13 - 3 3 - Whiffs on airborne opponent 

Kasumi Gake LK aofeLK - - - - 2 - - - - - - 

Kasumi Gake MK gcfeMK - - - - 23 - - - - TEE 

Kasumi Gake HK” gcfeHK - - - - 25 - - - - - I- 

Kazakiri LK #ddfeLK H 40x3 6 13 25 knockdown 48 - 345 (44,5 0 | Airborne frames 9-35 

Kazakiri MK #d,dfeMK H 5x3 8 13 28 knockdown -21 - 345 11,5 0 Airborne frames 11-38 

Kazakiri HK #ddfHK H 50x3 10 13 25 knockdown 48 - 345 (14,5 0 | Airborne frames 13-37 

Kazakiri EX tddfeKK H 40,30x2 s 12) 39 6 -29 Recovery: Jumpattack, Kunai '” 3,45 1,15 0 Airborne frames 10-49, Knockdown on airborne opponent 

Hien LK biddbtLK M 20,100 26 7 7 0 3 Recovery: Kunai 33 | 33 0 Airborne frames, Cancelable only on connect 

Hien MK bid,dbtMK M 20,120 28 7 EA 8 -32 Recovery: Kunai 33 | 33 0 Airborne frames, Cancelable oniy on connect 

Hien HK bddbtHK M 20,140 29 7 17 3 32 Recovery: Kunai 33 | 33 0 Airborne frames, Cancelable only on connect 

Hien EX bd,dbtKK M 20,50x2,60 38 during jump 28 hard knockdown —” -25 Recovery: Kunai 33,8,3 0,0,0,3 0  Airborne frames, Cancelable only on connect, Tracks opponent 

Raida LP hobiLP H 140 2 5 2 hard knockdown “19 - 4 1 | - | Chargeable: 51F for EX Version and 100F for Super Art 

Raida MP hcbtMP H 140 2 5 29 hard knockdown |” -21 - 1 1 -  Chargeable: 51F for EX Version and 100F for Super Art 

Raida HP hobtHP H 140 2 5 29 hard knockdown | -23 - 1 A | - | Chargeable: 51F for EX Version and 100F for Super Art 

Raida EX hcbtPP H 140 16 5 34 hard knockdown |” -27 - 1 1 -  Chargeable: 51F for Super Art, Unblockable if opponent blocks standing 
Tsumuji LK gobtLK H 30x2 13 211072 16 0 3 - 33 | 33 1 Knockdown on airborne opponent 

Tsumuji MK Oob#MK H 30x2 EA 212j2 14 12 3 - 33 | 3,3 1 Knockdown on airborne opponent 

- acbtMK 3 K H 30 s 2 20 knockdown 7 - 3 34 Knockdown on airborne opponent, Can be delayed 

- acbtMK » dek L 50 9 2 15 hard knockdown 2 - 3 3 - Can be delayed 

Tsumuji HK acbtHK H 30x2 2 213)2 13 Ea) 3 - 33 | 33 1 Knockdown on airborne opponent 

- aebtHK 2 K H 30 s 2 13 knockdown 0 - 3 3 1 Knockdown on airborne opponent, Can be delayed 

- OobtHK » d#HK L 50 8 2 25 hard knockdown 2 - 3 3 - |Can be delayed 

Tsumuji EX @ob#KK (d for Low attack) HHIL,H | 30x4 13 210)2110)2(10)2 9 knockdown “ - 333,3 3333 1 - 

- d during EX Tsumuji L 30x3,50 14 2(10)2r102(10)2 “ hard knockdown 15 z 333,3/3333 - (- 

Yoroitoshi hcbtPPP H 300 1 163134 40 hard knockdown | -34,-77 - 3 3 - 63 frames cinematic freeze before attack begins, Invulnerabiliy frames 1-16 
Yoroitoshi (projectile) hcb#PPP H 25x6,7 47 34 38 -40 7 - 4 4» Knockdown on airborne opponent 

Cross Art "LC aofeMP4MK H 1501 7 4 63 switch 47 - 3 - 60 frames cinematic freeze before attack begin, Invulnerability frames 1-9, Airborne frames 36-50 
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Poison 


Strengths 

4Baton normals have disjointed hitboxes, making them hard to counterpoke 
#Fireballs move slowly enough to cover her approach 

4Corner pressure with HP Fireball 

4#Fast dash 

#Possesses an invincible DP 


Weaknesses 

-Normals with best hitboxes are slow on startup 

-Rekka can whiff from max range pokes including cr.MK 

-Very limited solo combo ability, reliant on cross rush and tag cancels 
-Vulnerable to anti-fireball tools possessed by a large portion of the cast 


Ideal Team Position: Point 


Unlike the traditional fireball zoner, Poison plays a highly aggressive style, with the main 
function of her fireballs being to get her in rather than to keep an opponent out. Combined with 
her high mobility and amazing hitboxes on her mid-range pokes, she is able to continually 
position herself advantageously in the neutral game while driving the opponent into the corner. 
Once an opponent is cornered, Poison truly shines, making use of her HP Fireball and excellent 
normals to keep the opponent trapped. However, Poison is also plagued with usability issues 
that make her difficult to learn and play despite her simple moveset. She reguires 1-frame links 
for optimal combos, and comboing off her tag canceled DP reguires a specific timing and can be 
very annoying to get right depending on the partner. Her anti-air DP also needs good spacing 
and timing in order for it to connect correctly. Furthermore, even when mastered, she has very 
little solo combo ability, so she needs a partner who can tag in and pick up the slack. 
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Sample Combos 


hitconfirm 


cr.LP, cr.LP, cr.HP xx dp#HK/gcb#P2»gcb#P»gcb-#P (230) 
acb-#P ender may whiff at range 

(Obar, medium) 

cr.LK cr.LP, cr.HP xx dp#tHK/gcb4#P»gcb#Pzsgcb-#P (230) 
acb-#P ender may whiff at range 

(Obar, low, medium) 

cl.MP, cr.LP, cr.HP xx dp#tHK/gcb4#P»gcb#Psgcb-#P (270) 
acb-#P ender may whiff at range 

(Obar, punish, hard) 


punish 


cl.HP/cl.HK xx gcf#-PP, cr.MK xx dp#tHK/gcb#P»gcb#P»gcb-#-P(336) 
(Ibar, medium) 


juggle 
ci.MP, cr.HP xx dp#-HK(3) 
BnB post-launch 


(Obar, easy) 
ci.MP, ci.MP, ci.MP, ci.HP xx dp#-HK(3) 


Corner post-launch 


(Obar, corner, medium) 
ci.HP, ci.HP, ci.HP xx dp#HK(3) 
(Obar, corner, hard) 
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Move 
FartP 

Far MP 

Far HP 

FarLK 

Far MK 

Far HK 

Close LP 


Close MP 
Close HP 

Close LK 

Close MK 

Close HK 

Grouch LP 

Crouch MP 

Crouch HP 

Grouch LK 

Grouch MK 

Crouch HK 

Jump LP 

Jump MP 

Jump HP 

Jump LK 

Jump MK 

Jump HK 

Launcher "LC 

Cross Cancel 

Slapshot 

Frankensteiner 

Elbow Drop 

Backtlip 

Wnip of Love 

Whip of Love 2nd hit 
Whip of Love 3rd hit 
Whip of Love EX 

Whip of Love EX 2nd hit 
Whip of Love EX rd hit "LC 
Whip of Love EX 4th hit 
Kissed by a Goddess LK 
Kissed by a Goddess MK 
Kissed by a Goddess HK 
Kissed by a Goddess EX 
Love Me Tender LK 
Love Me Tender MK 
Love Me Tender HK 
Love Me Tender EX 
Love Me Tender » Throw 
Love Me Tender EX » Throw 
Aeolus Edge LP 

Aeolus Edge MP 

Aeolus Edge HP 

Reolus Edge EX 

Love Storm "LC 

Cross Art "LC 


Command 


HP4HK 
(tHP4HK (while blocking) 

LP4LK 

beLPHLK 

TMP 

KKK 

acbtP 

acbtP LP during Whip of Love: 
cbtP during Whip of Love 2nd 
OcbtPP 

acbtP IP during EX Whip of Love 
cbtP during EX Whip of Love 2nd 
'cbtP during EX Whip of Love 3rd 
KadfeLk 

KedfeMK 

#edrHK 

Kdrex 

OebtLK 

Ocb#MK 

acbtHK 

OcbtKK 

Kon hit during Love me Tender 
Kon hit during EX Love me Tender 
ocfeLP 

acfeMP 

OefHP 

acfPP 

OcfPPP 

OefeMP4MIK 


z 


TTTT111 


TIgcasssrrriTTrrrrt 


throw 
throw 


z 


Kxrr1irtrttrt1rit. 


Tr. 


Damage 
30 
60 
100 
30 
60 
90 
30 
40,30 


Cg) 
30 
60 
90 
30 
60 

90160) 
30 
0 
90 
4 
70 
100 
40 
70 
10 
100 
140 
140 
140 
70 
Eg 
50 
20 
40 
30 
30 
40 
6040 
70,30,20 
70.20x2,30 
60.20x3,40 


Startup 
8 
8 
14 


12 
5 

z 
29 
29 
29 


Active 


NN ON Oa 


210)2 


KawuwNN AAU UNgwA 


24 
2 


peyatey2rap2 
2 


Kua 
2x2)t2)2 
pteyatejatap2. 
22jaro)2ta)2 
2 


Recovery 
7 
19 


until ground#4 
until groundt4 
until ground#4 
until groundt4 
until ground#4 
until groundt4 


Hit Adv 
EA 
2 
0 
“4 
15 
13 
15 


“4 
Pa 
“4 
15 
5 
7 
“4 
o 
14 
o 
hard Knockdown 
112 
118 
120 
#12 
116 
120 
swith 
hard Knockdown 
hard Knockdown 
hard Knockdown 
5 
0 
4 
hard Knockdown 
o 
“ 
ground bounce 
foat 
knockdown 
knockdown 
knockdown 
knockdown 
15 
18 
18 
18 
hard Knockdown 
hard Knockdown 
4 
) 
13 
18 
hard Knockdown 
swith 


Block Adv 

13 
2 
5 
0 

“ 
2 
“ 


0 
2 
0 
“ 
1 
8 
0 
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Cancel 
SMEXSA,CA 
SMEXSA.CA 


SMEXSA.CA 


SMEXSA.CA 
SMEXSA,CA 


SMEX.SA.CA 
SMEXSA.CA 
SMEXSA,CA 
SMEXSA,CA 
SMEXSA.CA 


SMEXSA.CA 
SMEXSA,CA 


345 
34,56 


115 
116 


Notes 


Rapid fire cancelabie into light altacks 


Forces standing 

Rapid fire cancelable into light attacks 
Forces standing 

Rapid fire cancelabie into ighi normal moves 


Rapid fire cancelable into light attacks 


Grushes crouching attacks frames 1-14, Launches opponent while swilching characters 
Invulnerabilty frames 1-9, Resembles Kissed by a Goddess: 


Knockdown on airborne opponent, Airborne frames 9-25 
Invulnerabilty frames 1-44 

Forces standing, Knockdown on Sirborne opponent 
Knockdown on airborne opponent: 

Knockdown on airborne opponent 


Strike invulnerabilty frames 1-6, Throw invulnerabilty frames 2-6 
Strike invulnerability frames 1-9, Throw invulnerabilty frames 4-9 
Invulnerability frames 1-21 

Knockdown on airborne opponent, Airborne from frame 1 
Knockdown on airborne opponent, Airborne from frame 1 
Knockdown on airborne opponent, Airborne from frame 1 


Knockdown on airborne opponent, Airborne from frame 4, Projectile invulnerabilty frames 1-28, Tracks opponent 


“Chargeable: 51F for EX version and 100F for Super Art, Active for 40 irames, Knockdown on airborne opponent: 
Chargeable: 51F for EX version and 100F for Super Art, Active for 40 frames, Knockdown on airborne opponent: 
Chargeable: 51F for EX version and 100F for Super Art, Active for 40 frames, Knockdown on airborne opponent 


(Chargeable: 51F for Super Art, Active for 40 frames, Knockdown on sirborne opponent 


72 trames cinematic freeze before attack begins, Invulnerabilily frames 1-9, Projectle must hit opponent before end of recovery to enter cinemalic 


62 frames cinematic freeze before attack begins, Invulnerability frames 1-10 
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Hugo 


Strengths 

#Extremely high damage output 

#Possesses both command grapples and highly damaging combos 

#Normals do above-average damage 

#Unigue properties of normals allow him to engage in high-low mixups, either of which can lead to a full 
boost combo 

4Running Lariat (gcf-K) can be charged, allowing him to utilize his point of armor to react to an 
opponent's reaction and either attack or move thanks to the CADC mechanic. It can also be used to set 
up options on an opponent's wakeup. 

4EX Running Lariat is a safe tag on block that can lead to ambiguous mixups from the incoming character 
due to its unigue hit stun, and a full jump-in combo from the incoming character if the hit is clean. 
#Using his 

#Body Splash (j.d-HP), can be used either as an air-to-air or as a crossup, both of which can lead to 
painful combos 

#Super Art has the highest damage output among the entire cast 


Weaknesses 

-Running Lariat is not safe on block, although charging into EX Running Lariat can allow him to create a 
safe tag situation 

-Command grapples do not reach as far as other grappler weapons 

-Most mixups are unsafe 

-Struggles defensively both on the ground and in the air 

-Largest character in the game 

-Giant hitbox makes him vulnerable to jumping attacks as he lacks viable anti-air options without meter 
-His only reversal, his EX Moonsault Press (3604-PP), can be easily anticipated and punished for a full 
combo 

-Poor movement 

-Slow jump with lack of viable air normals to make up for it 


Ideal Team Position: Anchor 


Once considered unfairly overpowered by the average player, v2013 saw Hugo receive so many nerfs 
that he went from a popular competitive character to one of the worst within the span of a year. With a 
giant hurtbox, slow normals, lackluster anti-air capabilities and terrible movement...why would you still 
pick him? The answer can be summed up in one word: PAIN. Hugo's damage dealing capabilities are 
easily among the highest in the game, either through his powerful command grapples or his devastating 
combos centered around his claps and his lariat. His normal attacks do considerably more damage on 
average than most other characters, making his boost combos hurt more than usual. Even his sweep, 
cr.mk, takes off more than 100 damage per hit. In addition to this, his tag synergy is also very strong, 
able to tag in off an opponent's setup in a variety of ways that almost always end in a painful 
backbreaker. If you can find a partner for him that can cover for his weaknesses, put Hugo on your team 
to finish the job guickly and painfully before the opponent can take advantage of his shortcomings. 
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Sample Combos 


hitconfirm 


cr.LP, cr.LPvst.MP» HP4#-HK 
(Obar, easy) 


punish 


gcb-#HP, cr.MP xx gcf#-LK, cr.LK xx gcb-#HP, dp#-MK (427) 
(Obar, easy) 


overhead 


d,d#-MK, gcb-#-HP, cr.MP xx gcf-#-LK, cr.LK xx gcb-#-HP, dp-MK(434) 
(Obar, counterhit, easy) 


throw 


hcb-#K, cr.LK xx gcb#HP, dp#MK (324) 
(Obar, easy) 


juggle 
cr.LK xx gcb-#-HP, dp-MK 
(Obar, easy) 
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Move 
FafClose LP “LC 
FanlClose MP 
FaNClose HP 
FanlClose LK 
FafClose MK 
FanClose HK LC 
Crouch LP 

Crouch MP 
Crouch HP 
Crouch LK 

Crouch MK 
Crouch HK 

Jump LP 

Jump MP 

Jump HP 

Jump LK 

Jump MK 

Jump HK 
Launcher “LC 
Cross Cancel 
Neck Hanging Tree 
Body Slam 

Body Press 
Hammer Hook 


Leap Attack 
Giant Palm Breaker LP 

Giant Palm Breaker MP 

Giant Palm Breaker HP 

Giant Palm Breaker EX 
Moonsault Press 

Moonsault Press EX 

'Shootdown Backbreaker LK "LC 
'Shootdown Backbreaker MK "LC 
'Shootdown Backbreaker HK "LC 
'Shootdown Backbreaker EX "LC 
Meat Sguasher 

Meat Sguasher EX 

Ultra Throw 

Monster Larist LK 

Monster Lariat MK 

Monster Lariat HK 

Monster Lariat EX 

Gigas Breaker "LC 

Cross Art "LC 


Command 


HP4HK 
"#HP4HK (while blocking) 
LP4LK 

btLPALK 

@HP (air) 

HP 


dm,dtMK 
gcbtLP 

acbtMP 

acbtHP 

gcbtPP 
Tdddb.b,ubtP 
Idddbb,ubtPP 
Tedfelk 
LadkeMK 
KadreHK 
KAK 
Tdddbb,ubK 
Tdvd.dbb,ub#KK 
hebiK or KK 
acfeLK 

acfeMK 

aefeHK 

acfeKK 

acfeKKK 
acfeMP4MK 


an sala naa dea a ara 


throw 
tnrow 
air throw 
airthrow 
air throw 
airthrow 
throw 
throw 
throw 


11111 


Damage 


70,70,70 
70,80,80,150 
1504 


Startup 


8 


12 
5 
19 
19 
9 
18 


28 
1 
8 


Active 
3 


316) 
ati5y(a12 
2 


Recovery 


until ground 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 

53 

a1 

20 

20 
until ground#4 

34 


until groundt4 
10 


23 


52 


Hit Adv 

4 

“4 

12 

“4 

Es 

“ 

16 

45 

oat 

ei 
hard knockdown 
hard knockdown 

“12 

“16 

120 

12 

:16 

120 

switch 

hard knockdown 
hard knockdown 
hard knockdown 

417 

15 


13 
"13 
“1 
“18 
PT 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
wall bounce 
Moat 
Moat 
Moat 
o 
hard knockdown 
switch 


Block Adv 
5 


-322 


Cancel 


SMEXSA.CA 


SMEXSA.CA 
SMEXSA.CA 


SMEXSA.CA 


JP Ic 
Ti 
2.4 
aa 
KY 

22 AA 
EN PT 
1 Pal 
04 
aa 
MPA 
2 
341 
ip jo 
211 
ana 
ia 
ARI 
3 |1 
Nina 
oo 
00 
ol 
1.0 
ino 
1.0 

14 00 
a|- 
Zi lia 
a|- 
AE 
21 
341 
31 
31 
33 AA 
3|- 


Notes 
Rapid fire cancelabie into light Sitacks 


On hit: #4 on erouching opponent, Hard Knockdown on airborne opponent 


'Airborne frames 1-36, Slagger (#2) on rouching counter hit, Hard Knockdown on airborne opponent 
Rapid fire cancelable into light aftacks 

Whiffs on airborne opponent 

'Airbomne frames 15-28 


'Airborme frames 8-29 


Grushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerabiliy frames 1-9, Resembles Monster Lariat 


Knockdown on sirborne Opponent 
“Wal bounce on counter hit, Knockdown on airborne opponent, Whifis on crouching opponent 
'Airbome on frames 1-26, Stagger (131) on erouching counter hit, Knockdown on airborne opponeni, Hits Grouching opponent on Irame 19, On Hi: 45 on Grouching Opponent 


Knockdown on airborne opponent, Hit counts as projectile 
Knockdown on airborne opponent, Hit counts as projectile 

Knockdown on airborne opponent, Hit counts as projectie 

Knockdown on airborne opponent, Hit counts as projectile 

Invuinerabilty frames 1-6 

'Airbome from frame 3 

'Airbome from frame 3 

'Airbome from frame 3 

Invulnerabilty frames 1-6 

AAfter start up, Hugo will grab in 1 frame when close to opponent 

After start up, Hugo will grab in 1 rame when close to opponent 

EX version has more range 

(Chargeable: 51F for EX Version and 100F for Super Art, 1 point of armor during start up 

(Chargeable: 51F for EX Version and 100F for Super Art, 1 point of armor during start up 

(Chargeable: 51F for EX Version and 100F for Super Art, 1 point of armor during start up 

'Chargeable: S1F for Super Art, 1 point of armor during start up and frst active frame 

63 frames cinematic freeze before attack begins, Invulnerabiliy frames, KKK held: 1 point of armor from frame 4, Aitacks 8 frames after release, Canceis atiack after 36 frames 
163 frames cinematic freeze before attack begins, Invulnerability frames 1-11 
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Balrog 


Strengths 

#Good walkspeed 

4#Long limbs and fast recovery allow him to utilize numerous confirming boost variations on 
block that can be very difficult to punish 

#Able to put the opponents in ajuggle state without meter 

4Counterhit far HP crumples standing opponents, giving Balrog the opportunity to create a full 
combo that can exceed 400 damage 

#Somewhat difficult to anti-air at close range thanks to low-angle j.HK 


Weaknesses 

-Charge times can seem longer than intuitive both in combos and in neutral 

-st.LP whiffs on most characters crouching 

-Blockstrings very rarely place him in a situation where he can continue pressure 

-His primary reversal, EX Buffalo Headbutt (charge d, uw-PP) is slow to start up and easily 
punishable on block 

-Struggles against zoners as his armor on charge punches are only for EX moves 

-Very limited air-to-air ability 

-Overhead smash (Hold b, hold df--P) is unsafe on block 


Ideal Team Position: Point 


Balrog is a strange case where the new system doesn't benefit him in the same way it benefits 
other Street Fighters. In Street Fighter IV, Balrog has a multiple of ways he could deal with 
zoners such EX Dashing attacks and the Focus Attack mechanic. In Street Fighter x Tekken, it 
takes longer to build the meter he needs to use his EX Dashing attacks, and there is no focus 
attack to make up for it. That being said, something he did get in return was the ability to press 
buttons at will. The guick recovery and frame advantage of his boost combos on block are well 
above average than most other characters, allowing him the ability to easily confirm into his 
partner who can pick up the slack. The low angle of his jump and his fast walkspeed allow him 
to put pressure on fireball characters at mid range, and if Balrog can stay in the opponent's 
face, he can almost certainly guarantee a breach in their defense. Particularly dangerous is his 
far HP. Not only does it have exceptional reach, but it causes a crumple stun on counterhit, 
which is something Balrog can take full advantage of thanks to his Turn Punches causing a wall 
bounce on airborne opponents (the opponent is left in an airborne state towards the end of the 
crumple stun). Play Balrog if you want to start off the match with an aggressive approach and 
set atone of offense. 
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Sample Combos 


hitconfirm 


cr.LK, cr.LP, cr.LP xx (dJ,u#MP, cr.MP xx (bJ,f#IKJ (delay), (bl,f-HP (266) 
(Obar, low, medium) 


punish 


cr.MP xx (dJ,u#LP, cr.MP xx (bJ,f#IKJ (delay), (bl,f-HP(329) 
(Obar, medium) 


overhead 


IbJ,df#-(PJ, cr.MP xx (dJ,u#-MP, cr.MP xx (bJ,f#IKJ (delay), (bJ,f#-HP (376) 
(Obar, medium) 

IbJ,df-#-(PJ, cr.MP xx (dJ,u#MP, cr.MP, cl.HP, ci.MK xx (bJ,f#-HP (406) 
(Obar, corner) 

IbJ,df#-(PJ, cr.MP xx (bJ,df#KK, “PPP KKKY, j.HK, cl.HP, (bl,f#LP (455) 
(1bar) 


counterhit 


st.HP, #KKKX# (Iv.1), #PPP“ (Iv.2), j.HK, cl.MK xx (bJ,f#-HP(474) 
(Obar, hard) 


juggle 

cr.MP xx (bJ,f4#IKJ (delay), IbJ,f4-HP 
(Obar, easy) 

cr.MP, cl.HP, cl.MK xx (bj,f-HP 
(Obar, corner) 
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Move 
FarLP 

Far MP 

Far HP 

FarLK 

Far MK 

Far HK 

Close LP 

Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Crouch LP 

Crouch MP 

Crouch HP 

Croueh LK 

Crouch MK 

Crouch HK "LC 

Jump Up LP 

Jump Up MP 

Jump Up HP 

Jump Up LK 

Jump Up MK 

Jump Up HK 

Jump Diagonal LP 
“Jump Diagonal MP 
Jump Diagonal HP 
“Jump Diagonal LK 
Jump Diagonal MK 
Jump Diagonal HK 
Launcher "LC 

Cross Cancel 

Head Bomber 

Lever Break 

Dash Low Straight LP "LC 
Dash Low Straight MP "LC 
Dash Low Straight HP “LC 
Dash Low Straight EX 
Dash Low Smash LK "LC 
Dash Low Smash MK "LC 
Dash Low Smash HK "LC 
Dash Low Smash EX 
Dash Swing Blow LP 
Dash Swing Blow MP 
Dash Swing Blow HP 
Dash Swing Blow EX 
Buffalo Head LP "LC 
Buffalo Head MP "LC 
Buflalo Head HP “LC 
Buffalo Head EX "LC 
Dash Straight LP 

Dash Straight MP 

Dash Straight HP 

Dash Straight EX 

Dash Upper LK 

Dash Upper MK 

Dash Upper HK 

Dash Upper EX. 

Turn Punch Ivit “LC 
Turn Punch Ivi2 "LC 
Turn Punch IV3 “LC 
Turn Punch Ivid "LC 
Turn Punch IVI5 “LC 
Turn Punch IV "LC 
Turn Punch IV7 “LC 
Turn Punch IVB "LC 
Turn Punch IV9 “LC 
Turn Punch IVI10 "LC 
Crazy Bulfalo PPP "LC 
Crazy Bulfalo KKK "LC 
Cross Art 


Command 


HP3HK 
TEHP4HK (while blocking) 
LP4LK 

b#LPALK 

(charge 54F) b,dreLP 
(charge 54F) b,dieMP 
(charge 54F) b,dreHP 
(charge 54F) b.ditPP 
(Charge 54F) b,dreLK 
(charge 54F) b.dieMK 
(charge 54F) bd HK 
(charge 54F) b,dieKK 
(charge 54F) b,dreLP(hoid) 
(charge 54F) b.dieMP(hold) 
(Charge 54F) b,dfeHP(hold) 
(charge 54F) b,dfePP(hold) 
(charge 54F) d,u:LP 
(charge 54F) d.u-MP 
(charge 54F) d.u:HP 
(charge 54F) d.utEX 
(charge 54F) b,feLP 
(charge 54F) b.t-MP 
(charge 54F) b,teHP 
(charge 54F) b,tePP 
(Charge 54F) b,feLK 
(charge 54F) b,t-MK 
(charge 54F) b,teHK 
(charge 54F) b,teKK 
(charge 32F) PPPIKKK 
(charge 120F) PPPIKKK 
(charge 240F) PPPIKKK 
(charge 480F) PPPIKKK 
(charge 960F) PPPIKKK 
(charge 1440F) PPPIKKK 
(charge 1920F) PPPIKKK 
(charge 2400F) PPPIKKK 
(charge 2880F) PPPIKKK 
(charge 3360F) PPPIKKK 
(charge 54F) b,i#PPP 
(charge 54F) b,feKKK 
aef#MP4MK 


z 
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throw 
tnrow 
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Damage 


3233838228838338832338 


500 

60x4,80 

60x4,80 
1504 


Startup 


2-35 

31 

31 

31 

31 

El 

31 

31 

31 

31 

31 
18(hold K-15) 
221hold K-20) 

9 


Active 


SBISK)SITS.AT)3 
SBISIB)S(7S(17)3 
2 


Recovery 

10 

13 

20 

9 

12 

19 

9 

“ 

15 

8 

12 

15 

9 

“ 

20 

10 

“ 

25 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 

54 

23 

20 

20 

20 

20 

20 

16 

20 

20 

20 

16 

2 

21 

2 

2 

24 

24 

2 

24 

16 

18 

19 

16 

19 

20 

2 

17 

14 

16 

18 

2 

22 

24 


Hit Adv 
15 
“4 
“ 
18 
18 
“4 
18 
18 
18 
7 
15 
19 
48 
48 
2 
45 
18 
hard knockdown 
12 
16 
120 
12 
16 
120 
12 
116 
120 
"12 
16 
120 
switoh 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
knockdown 
knockdown 
knockdown 
wall bounce 
110 
#10 
0 
ground bounce 
oat 
oat 
Toat 
Toat 
2 
“ 
“ 
“4 
0 
“ 
“ 
45 
0 
2 
5 
3 
“1 
“4 
A7 
2 
-36 
3 
hard knockdown 
hard knockdown 
switch 


Block Adv 
“ 


10 


“4 
44 


Cancel 
SM,EX.SA,CA 
SM.EX.SA,CA 


SM,EX.SA,CA 
SM,EX.SA,CA 
SM.EX.SA.CA 


SM,EX.SA,CA 
SM,EX.SA.CA 


SM,EX.SA,CA 
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3 
3 
3 
3 
3 
3 
3 
3 
3 
3 
3 
3 
0 
0 
0 
3 
3 
3 
3 
3 
3 
3 
3 
3 
0 
0 
0 
0 
0 
0 
0 
0 
0 
o 
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Notes 


Rapid fire cancelabie into light atlacks, Whifis on coruching opponent 


Crumples on standing counter hit 
Rapid fire cancelable into light attacks 


Rapid fire cancelabie into light attacks 


Forces standing 
Rapid fire cancelable into light attacks 


Forces standing 
Rapid fire cancelabie into light sitacks 


Forces standing 


Hold b or fto alter fall are after input 


Crushes crouching attacks frames 1-14, Launches opponent while swiiching characters 
Invulnerabilty frames 1-10, Projectie invulnerability frames 11-20, Resembles EX Buffalo Head 


/Attack begins once opponent is in range: 
“Attack begins once opponent is in range: 
'Attack begin once opponent is in range, 1 point of armor during frames 2-end of active frames 


/Attack begins once opponent is in range: 
“Attack begins once opponent is in range: 

'Attack begin once opponent is in range, Knockdown on airborne opponent 

'Attack begins once opponent is in range, Knockdown on airborne opponent 

'Attack begin once opponent is in range, Knockdown on airborne opponent 

'Altack begins once opponentis in range, Knockdown on airborne opponent: 

/Attack begin once opponent is in range, Knockdown on airborne opponent, Stagger (#15) on crouching opponent 


Upper body sirike Invulnerability frames 1- 


Projectile invulnerabilty frames 1-19 


Upper body strike invulnerabilily frames 1-10, Projectile invulnerabilty frames 1-21 
Upper body sirike invulnerability frames 1-12, Projectile invulnerabilty frames 1-23 
Invulnerabilty frames 1-16 


Chargeable: 
Chargeable: 
Chargeable: 
Chargeable: 
Chargeable: 
Chargeable: 
Chargeable: 
Chargeable: 


S1F for EX Version and 100F for Super Ar, Forees standing 
51F for EX Version and 100F for Super Art, Forces standing 

S1 for EX Version and 100F for Super Art, Forces standing 

51F for EX Version and 100F for Super Art, Forces standing, 1 point of armor until the end of active irames 

S1F for EX Version and 100F for Super Art, Whifis on crouching opponent, Float on airborne opponent 

51F for EX Version and 100F for Super Art, Whifis on crouching opponent, Float on airborne opponent 

S1F for EX Version and 100F for Super Art, Whifis on crouching opponent, Float on airborne opponent 

51F for EX Version and 100F for Super Art, Whifis on crouching opponent, Float on airborne opponent, 1 point of armor until the end of active frames 


Strike and projectile invulnerability frames 1-19, Wall bounce on airbome opponent 
Sirike and projectile invulnerabilty frames 1-19, Wall bounce on airbome opponent: 

Strike and projectile invulnerabilty frames 1-19, Wall bounce on airbome opponent 

Sirike and projectile invulnerabilty frames 1-19, Wall bounce on airbome opponent. 

Strike and projectile invulnerabilty frames 1-19, Wall bounce on airbome opponent 

Sirike and projectile invulnerabilty frames 1-19, Wall bounce on airbome opponent. 

Sirike and projectile invulnerabilty frames 1-19, Wall bounce on airbome opponent. 

Strike and projectile invulnerabilty frames 1-19, Wall bounce on airbome opponent: 

Sirike and projectile invulnerabilty frames 1-19, Wall bounce on airbome opponent 

Sirike and projectile invulnerabilty frames 1-19, Wall bounce on airbome opponent: 

67 frames cinematic freeze before attack begins, Invulnerabilty frames 1-20 (hold K: 1-17) 
67 frames cinematic freeze before attack begins, Invulnerabilty frames 1-24 (hold K: 1-22) 
64 frames cinemalc freeze before attack begins, Invulnerabilty frames 1-10 
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Vega 


Strengths 

#Very high walkspeed both forwards and backwards 

#Normals reach far and can typically hit confirm safely in ways that other characters' normals 
cannot 

4#Multiple ways to achieve a juggle state without using meter 

4Strong tag synergy with most of the cast, thanks to how his BnB combos are structured 
#Numerous block strings that allow him to either confirm into damage or keep blocking 
opponents at bay and bait a reversal 

4#Fast jump arc and low-angle j.HP, as well as a high-priority nj.HK, can help him maintain 
offense and air-to-air opponents that attempt to intercept him with a jump of their own 


Weaknesses 

-Sole crossup is a heavily angled Flying Barcelona Attack (press P after a wall dive) which has 
considerable recovery if blocked or whiffed 

-Struggles defensively thanks to lack of reliable reversals and anti-air options 

-Losing his claw mid-match greatly limits not only the range of his punch normals, but even what 
kind of combos he can do as well as significantly lowering his damage output. 

-Losing his mask lowers his defensive stat, causing him to take more damage and put even 
more pressure for him to avoid being hit. While he gains attack power without a mask, it can be 
difficult to capitalize since typically his claw will be shed first. 

-Only large body character with low health 


Ideal Team Position: Point 


With long pokes that can confirm into boost combos in ways that few other characters can pull 
off safely, and several technigues with long hitstun and blockstun to easily tag a partner in, 
Vega is able to make full use of the unigue mechanics that make Street Fighter x Tekken what it 
is. He is able to achieve ajuggle state meterless with his Scarlet Terror (hold db, f-K), with 
each version of the attack having a different purpose in a combo (LK is one hit and launches, 
mk is two hits and launches, and HK does the most damage, juggles but does not launch). He 
is also able to juggle easily off of a counterhit air attack, of which he had plenty that are useful 
for putting an opponent in the necessary float state. His fast jump arc can allow him to maintain 
aerial pressure, and the long hit animations of certain follow up attacks can ensure he has 
enough charge for afull combo. His weakness is a dire lack of escape options if an opponent is 
able to put pressure on him. His backflips can be easy to chase down if anticipated, and his 
best wakeup option, his Super Art (hold d, u-PPP) reguires two stocks of meter. Use Vega if 
you want a character that excels in neutral and is able to apply offensive pressure when the 
situation calls for it. 
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Sample Combos 


hitconfirm 

cr.LP, cr.LP, cr.MP»st.HP»HP HK 

(Obar, xrush, hard) 

cl.MK, cr.MK, cr.MP xx (bJ,f#-LP (231) 

(Obar, medium) 

cl.MK, cr.MK, cr.MP xx (dJ,uf#KKSP (throw) (293) 
(1bar, medium) 

cl.HP, cl.HK(2) sHP4-HK 

(Obar, punish, xrush, easy) 

cl.HP, cr.MP xx (dbJ,f#-MK, df#HK, (dbJ,f-HK (349) 
(Obar, punish, medium) 


safe 


df#-HK, cl.MK, cr.MK, cr.MP xx (dbJ,f#-HK (312) 
Can be done w/o claw in the corner 

(Obar, standing, claw, easy) 

df#-HK, (dbJ,f-LK, cr.MP xx (dbj,f#-HK (292) 
(Obar, standing, medium) 


juggle 

cl.MK, cr.MK, cr.MP xx (dbJ,f#-HK 

BnB post-launch, can be done w/o claw in the corner 
(Obar, claw, easy) 

Idbl,f-LK, cr.MP xx (dbj,f-HK 

BnB post-launch w/o claw 

(Obar, easy) 
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Move 
Far LP 

Far MP 

Far HP 

Far LK 

Far MK 

Far HK 

Close LP 

Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Crouch LP 

Crouch MP 

Crouch HP “LC 

Crouch LK 

Crouch MK 

Crouch HK 

Jump Up LP 

Jump Up MP 

Jump Up HP 

Jump Up LK 

Jump Up MK 

Jump Up HK 

Jump Diagonal LP 

Jump Diagonal MP 

Jump Diagonal HP 

Jump Diagonal LK 

Jump Diagonal MK 

“Jump Diagonal HK 
Launcher “LC 

Cross Cancel 

Rainbow Suplex 

Crescent Line 

Stardust Drop 

Piece of Mercury 

Cosmic Heel 

Back Slash 

Short Back Slash 

Wall Jump 

Rolling Crystal Flash LP 
Rolling Crystal Flash MP 
Rolling Crystal Flash HP 
Rolling Crystal Flash EX 
Scarlet Terror LK. 

Scarlet Terror MK 

“Scarlet Terror HK 

Scarlet Terror EX 

Fiying Barcelona Attack LK 
Fiying Barcelona Attack MK 
Fiying Barcelona Attack HK 
Fiying Barcelona Attack EX 
Fiying Barcelona Attack Follow-Up 
Fiying Barcelona Attack Follow-Up EX 
Izuna Drop 

Remove Claw 

Remove Claw EX 

Sky High Claw 

Sky High Claw EX 

Bloody High Claw (Forward) 
Bloody High Claw (Backward) 
Cross Art “LC 


Command 


HP4HK 
HPAHK (while blocking) 
LP4LK 

btLP4LK 

LP4LK (air) 

drMK 

dkHK 

PPP 

KKK 

uf near wall 

(charge 59F) b,fLP 

(charge 59F) b,f:MP 

(charge 59F) b,HP 

(charge 59F) b,t:PP 

(charge 41F) db, #LK 

(charge 41F) db,#tMK 

(charge 41F) db. HK 

(charge 41F) db,#KK 

(charge 41F) d,utLK 

(charge 41F) dut MK 

(charge 41F) d.utHK 

(charge 41F) d.utKK 

P during Fiying Barcelona Attack 
P during EX Flying Barcelona Attack 
(close) b or f#P during Fiying Barcelona Attack 
TddfLP 

Had eLPtMP 

(charge 41F) d,utP 

(charge 41F) d,utPP 

(charge 41F) dutPPP 

(charge 41F) dutPPP 
@eftMP4MK 
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throw 
throw 
air throw 
M 
H 


Jerit 


Pak 


Damage Startup 


SononaRo0aaava AA AON 02 


8 


20,70 10 
10x3,80 22 
10x4,90 25 
25x4,30” 25 


70 8 
40,40 8 
60,60 5 
30,80 5 
50 10 
120 4 
30x2 1 
150 #1 
110 2642 
60x2 | 21-30 
50,230 6 
230 34 
150 9 


Active 


Ny enN 
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“64 
2/5)8(5)8(5)4 
A5)86)AS)3SHA 
25)86)A5)364 
10 
10 
12 
12 


until wall 
“ 
21 

2) 
until opponentwall 

21 
until opponentwall 
until opposite wall 

15 


until groundt4 
until groundt4 
until groundt4 
until ground#4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
54 
17 
20 
20 
until groundt4 
12 
17 
87 
43 
23 
28 
26 
26 
16 
23 
24 
24 
23 
91102 
911105 
91/06 
31/86 
until ground#31 
until ground#31 
until ground#31 
a1 
“1 
35/40 
30 
4 
4 
40 


HitAdv 
14 
12 
“ 
15 
“ 
4 
14 
13 
7 
14 
16 
0 
14 
4 
E 
15 
15 
hard knockdown 
12 
116 
120 
12 
#16 
120 
#12 
116 
120 
12 
116 
120 
switeh 
hard Knockdown 
hard knockdown 
hard Knockdown 
hard knockdown 
44 
knockdown 


float 
fioat 
float 

hard knockdown 


13-15 
foat 
hard knockdown 
hard knockdown 
switeh 


Block Adv 
0 


Cancel 
SMEX.SA.CA 


SMEXSACA 
SM.EX.SA.CA 
Ast hit SMEX.SA.CA 


SMEXSA.CA 


SMEXSACA 
SM.EX.SA.CA 


SM,EX.SA.CA 
SMEX.SA.CA 


33 
3333 


33,333 00,004 
33,333 00,00.4 


3 
33 
35 
87 


0d 
0004 


2 
22 
1d 
14 


' oo. 


0000000: 


Notes 


Grumpies on standing counter hit 


Forces standing 


Forces standing 


(Crushes crouching attacks frames 1-14, Launches opponent while switching characiers 
Invulnerability frames 1-16, Resembles Cosmic Heel 


On hit: #2 on crouching opponent, Knockdown on airbome opponent: 
Whifis on erouching opponent 

Invulnerability frames 1-60 

Invulnerability frames 1-33 


Projectile invulnerability frames 1-83 


Removes claw: All P-normals and P-specials receive a 10 damage penalty 
Removes mask: All attacks do 10 more damage, but Vega also receives 1076 more damage 

“Chargeable: 51F for EX Version and 100F for Super Art, Position determines start up, Wall bounce on counter hit 
(Chargeable: 51F for Super Art, Position determines start up 

65 frames cinematic freeze before attack begins, Strike invulnerability frames 2-Until Vega reaches wall 

65 frames cinematic freeze before attack begins, Strike invulnerability frames 2-Until Vega reaches wall 

62 frames cinematic freeze before attack begins, Invulnerability frames 1-10 
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Juri 


Strengths 

#Exceptional mobility allows her to chase down opponents effectively, which is important 
against opponents who excel at burning the clock 

4Fast, shallow jump can make her difficult to anti-air at close range, making her effective at 
rushing down opponents with lack of close-range anti-air options 

#Numerous ways to safely tag in her partner, such as with Pinwheel or with Fuhajins (the 
fireball kick) 

4Fuhajins can now hit opponents on both hits 

4#Stored Fuhajins are heavily advantageous on block, giving her a plethora of frame traps and 
pressure 

#Overhead f-mk is comboable on CH, safe on block, comes out fast and recovers guickly 
#Large hitbox of cr.HP as well as the ability to jump-cancel gives her damaging anti-air options 


Weaknesses 

-low damage output 

-limited solo combo ability 

-has difficulty opening up opponents if they get wise to her frame traps 

-difficulty dealing with frame pressure as she lacks reversals that can allow her to reliably shift 
the tide of battle, other than EX Pinwheel which is slow on startup. 

-low health 

-while she can chase down opponents effectively, she has difficulty removing herself from bad 
situations, forcing her to maintain offense or deferto a partner that can do so in her stead 


Ideal Team Position: Point 


Fast and evasive, Juri relies on her exceptional speed to confound opponents and force them to 
get impatient so they jump at her, at which point she tags them with her cr.hp and gets a full 
combo. The guick startup and unigue angle of her divekick, as well as being able to fire off 
slow-moving angled fireballs herself and storing them when necessary, give her plenty of 
options against zoning characters. For characters eguipped with anti-zoning options such as 
duck dashing or wavedashing, Juri has a plethora of fast normals with generous hitboxes to 
keep these opponents out. If you're playing Juri, your primary gameplan should be keeping the 
opponent on the defensive as she preys upon indecisiveness. She can close the gap guickly 
thanks to her many movement options, and once she's in the opponent's face she can pester 
them with a guick overhead, stored Fuhajin frame traps, and throw pressure thanks to her fast 
walkspeed. In addition to this, she has several technigues she can use totag apartner in that 
can compliment her speed and make up for her low damage output, such as a double-hitting 
Fuhajn or the long animation of her HK Pinwheel. Use Juri to help your team make a statement 
that you and you alone are going to dictate the flow of the match, because Juri does not play 
well with others when she's not the one calling the shots. 
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Sample Combos 


hitconfirm 


cr.LK, st.LP, cr.MP xx gcb-#-HK (206) 

(Obar, low, easy) 

cr.MK xx #LKX, cr.MK xx gcb-#HK (246) 

(Obar, low, Ikstore, easy) 

punish 

cl.MP xx gcf-#IKJ, f#-MK, cr.MK xx gcb#LK (278) 

(Obar, medium) 

cr.HP xx gcb-#-HK, cr.HP»jc j.HP, cl.HP xx gcb#LK (431) 
(Obar, corner, medium) 

cr.HP xx gcb-#KK, cr.HP»jc j.HP, cl.HP xx gcb#LK (371) 
(1bar, hard) 

yolo 

j.acb#K, walk forward st.MP xx gcb-#LK (180) 

(Obar, easy) 

invulnerable 

gcb#-KK, cr.HP»jc j.HP, cl.HP xx gcb#LK (338) 

(1bar, hard) 

juggle 

cr.HP»jc j.HP, j.MK, cl.HP xx gcb-#-LK 

(Obar, easy) 
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Move 
FarLP 

FarMP 

FarHP “LC 

FarLK 

FarMK 

Far HK 

Close LP 

Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Crouch LP 

Grouch MP 

Grouch HP 

Grouch LK 

Crouch MK 

Grouch HK “LC 
Jump Up LP 

Jump Up MP 

Jump Up HP 

Jump Up LK 

Jump Up MIC 

Jump Up HK 

Jump Diagonal LP 
“Jump Diagonal MP 
“Jump Diagonal HP 
“Jump Diagonal LK 
“Jump Diagonal MK 
“Jump Diagonal HK 
Launcher "LC 
Cross Cancel 

Karen Kick 

Assatsu Kick 

Sekku “LC 

Fuhajin “LC 
Fuhajin LK 

Fuhajin MK 

Fuhajin HK 

Fuhajin EX (LK4MK) 
Fuhajin EX (MK4HK) 
FFuhajin EX (LK4HIK) 
Shikusen LK 
Shikusen MK 
Shikusen HK 
Shikusen EX 

2nd Impact 

rd Strike 

Kasatuchi LP “LC 
Kasatuchi MP “LC 
Kasatuchi HP “LC 
Kasatuchi EX “LC 
Kasatuchi LP sctivated 
Kasatuchi MP activated LC 
Kasatuchi HP activated 
KKasatuchi EX activated (blu) 
Senpusha LK 
Senpusha MK 
Senpusha HK “LC 
Senpusha EX "LC 
Kaisen Dankairaku 
Cross Art "LC 


Command 


HP3HIK 
THP2HK (while blooking) 
LPALK 

bsLPsLK 

truk 

et 

LK Fuhaji release 
MI Fuhajin release 
HK Fuhalin release 
GELKAMK 

Gee MKSHIK 
GELKAHK 
aebiLk (air) 
OebiMAK (air) 
aebHK (air) 
aebrKK (air) 
during Shikusen 
IK during 2nd impact 
aebilP 

aebiMP 

aebiHP 

acbtPP 


GebiLK 
Gebrak 
aebiHK 
aebiKK 
aebiKKK 
aerMP4MK 


z 


Tx222222222222-rrITTT TT TT TT TTTT 


Damage 


unzusfusas 


s 


5025260 
20,20 


Startup 
s 


41 


sa tetas ae NN nan el) 


8 

2111 
10 
12 
17 
10 
18 
8 


until ground 
until ground 
until ground 
until ground 
26) 
3 


22 
32 
22 
32 


3 
3Gp 
3 AGAN 
Seat atahet3 
AAA NRGKANA 


Recovery 

7 

15 

25 

10 

17 

2 

7 

18 

29 

8 

24 

23 

8 

12 

23 

8 

18 

28 
until ground#4 
until grounde4 
until ground#4 
until grounde4 
until ground#4 
until grounds4, 
until grounde4 
until groundr4 
until ground#4 
until groundr4. 
until ground#4 
until groundr4 
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15 

20 

20 

16 

19 


until ground #15 
unti ground #15 
unti ground 15 
unti ground 14 
untilground#20 
unti ground #10 

17 
7 
17 
7 
17 
15 
until ground 11 
17/ASluntil grounds11 
22 
20 
28 
31 
7s 
8 


Era 
a 
oat 
16 
- 
o 
15 
13 
2 
15 
“ 
hard knockdown 
12 
116 
20 
12 
116 
120 
112 
116 
120 
"12 
16 
120 
svitoh 
hard knockdown 
hard knockdown 
hard knockdown 
“2 
foat 
ES 
“1 
“ 
knockdown 
Knockdown 
Knockdown 
knoekdown 
Knockdown 
knoekdown 
wall bounce 
Knockdown 
knockdown 


foat 
foat 
foat 

Kard Knockdown 
switch 


PI 
40 
“5 
48 
-79 
27 


Cancel 
SMEXSACA 
SMEXSA.CA 


SMEXSACA 


SMEXSACA 
SMEXSA.CA 
SMEXSA.CA 
SMEXSA.CA 
SMEXSA.CA 
Asthit SMEXSA.CA 
SMEXSA.CA 
SMEXSA.CA 
SMEX.SA.CA, on hitjump 
SMEXSA.CA 
SMEXSA.CA 


2nd impact 
2nd impact 
2nd impact 


Srdstrike 


45 
3333 
3333 

666665 
5 
3 


1A 
a44 
aAAA 
CKKKKRI 
1 


Notos 


Rapid fire cancelabie into Night normal moves: 


Airborne irames 7-24: 
Rapid fire cancolabie into light normal moves: 


Airborne irames 4-23 

Rapid fre cancolable into light normal moves. 
Airborne frames 1-6 

Rapid fire cancelabie into light normal moves: 
“Knockdown on sirborne opponen: 

Rapid fire cancolabie into light normal moves. 


“Knockdown on sirborne opponent: 
(Ground bounce on airbome opponent 

(Grushes erouching attacks frames 1-14, Launches opponent while switching characlers 

Invulnerabilty frames 1-12, Resembles Fuhajin 

Airborne irames 7-20, Knockdown on airbome opponent 

Hold button to store projectle, release button to rolease projectle, last 3 frames of recovery can be canceled into projectie release. 
Projectile active for 51 frames 

Projectle active for 51 frames, Airborne frames 4-12, Knockdown on airborne opponent 

Projectlo active for 51 frames, Airborne frames 4-12, Knockdown on airborne opponent 

Projectle active for 47 frames: 

Projectle acive for 45 frames, Airborne frames 4-15 

Projectle active for 45 frames, Airborne frames 4-15 


Counters ll Stikes and projeciles 
Gounters ll stikes and projectiles. 

Gounters ll stikes and projectiles 

Gounters all stikes and projectiles. 

Strike and projectle invuinerabilty rames 1-20, Ports forward 

Strike and projectle invulnerabilty rames 1-18, Ports backward 

Strike and projectle invulnerabilty rames 1-17, Ports vertically upward, ground recovery frames is 4f after a jumping normal 

Ports forward, backward, vertical or diagonally upward depending on Stick position, sike and projectle invulnerabily frames vary depending on direction 
(Chargeable: S1F for EX Version and 100F for Super Ar, Arbome irames 10-20, Forces standing 

“Chargeable: S1F for EX Version and 100F for Super Ari, Airbome frames 12-37 

Chargsable: S1F for EX Version and 10OF for Super Ari, Airbome frames 17-42 

“Chargeable: 81F for Super Art, Invulnerabilty irames 1-13, Projectile invulnerability frames 14-49, Airborne frames 10-49 

68 frames cinematic ireeze before attack begins, Invulnerabilty frames 1-18, Airborne frames 106-187 

T1 frames cinematic ireeze before attack begins, Invulnerabilty frames 1-9 


- Oh | 
7 La : 
Tris Bis 
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M. Bison 


Strengths 

#Can walk forwards and backwards guickly 

#Long limbs give his access to hit confirms and block strings that would otherwise be unsafe for most of the cast 
4Low Startup of longest limbs allow him to punish blocked cross rushes at ranges that would otherwise be difficult or 
impossible for other characters to punish at 

#Strong air-to-air combos 

#Possesses ambiguous cross-ups against guick-rising opponents with the use of the correct Psycho Crusher 
depending on the range and position of the opponent 

#Devils Reverse allows him to control spacing or burn time on the clock, giving him the ability to dictate the pace of 
the match to his liking 

#Possesses two very strong reversals that can allow him to reset neutral (EX Psycho Crusher and EX Devil's 
Reverse) 

#EX Psycho Crusher is near impossible for most matchups to bait and punish 

4Higher than average throw damage 


Weaknesses 

-High floaty jump can make him somewhat easy to anti-air 

-Lack of reliable anti-air options as his best standing anti-air, s.HK, has not air crush properties and can freguently be 
beaten by jumping attacks 

-Can have difficulty opening up blocking opponents thanks to no overhead options and a deceptively small throw 
hitbox 


Ideal Team Position: Point 

The Emperor of Evil emerged from the v2013 balance changes better off than he been previously, and he has risen 
through the ranks to find himself on many high placements in tournaments, including 2nd at Capcom Cup 2013 with 
Rolento and 1st at EVO 2017 with Heihachi. While he's not in the top tier and there are some matchups that he has 
considerable difficulty against, he is knocking on the door of the Top 10 characters in the game thanks largely in part 
to his fast, lengthy buttons that can stop an opponent's momentum in its tracks. Bison benefits from the Cross Rush 
system better than almost anyone else in the game, using his long limbs to strike enemies from afar and confirm into 
a full combo when necessary. If his boost combos are blocked, punishing it can be very difficult for most of the cast, 
and the necessary punish for those characters that can pull it off are often esoteric. If Bison is faced with an 
opponent wise to that, he has several effective block strings that can further whittle away at an opponent, namely his 
LK Scissors Kick that is 0 on block. If the LK Scissors hits, Bison is then allowed to continue pressure with deep- 
hitting jumping attacks or utilizing his fast ground walk and guick normals. On some occasions, Bison even gets a full 
juggle off of a very ambiguous Psycho Crusher, allowing him to make a huge statement off of just one lapse in 
defense. His main weakness is that he is very easy to block on the ground if the opponent is wise to his tactics, and 
his jump is floaty enough where he can be susceptible to anti-airs. Use him as a point character as he excels at 
bringing in his partner with the Cross Rush system, and that partner can in turn create the openings that Bison 
cannot. 
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Sample Combos 


hitconfirm 


cr.LK, cr.LK, st.MP xx (bJ,f#-MK, cr.MP xx (bj,f#-HP (263) 
(Obar, low, medium) 

cl.MP, st.MP xx (bJ,f#-MK, cr.MP xx (bJ,f4-HP (302) 
(Obar, medium) 

cl.HP, st.MP xx (bJ,f#-MK, cr.MP xx (bJ,f#-HP (332) 
(Obar, medium) 


punish 


cl.HP xx (bJ,f#-HK, st.MP xx (bJ,f#LK(1), cr.MK xx (bJ,f-HP(366) 
(Obar, hard) 


air2air 
j.MP5MP, cl.MP, st.HP xx (bJ,f-HP (335) 
(Obar, easy) 


juggle 

cl.MP, st.HP xx (bJ,f-HP 

(Obar, easy) 

cl.MP, ci.MP, ci.MP, cl.HP xx (bj,f-HP 
(Obar, corner, easy) 

cl.HP xx (bJ,f#-LK(1), cr.MK xx (bJ,f-HP 
(Obar, hard) 
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Move 
Far LP 

Far MP 

Far HP “LC 

Far LK 

Far MK 

Far HK 

Close LP 

Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Crouch LP 

Crouch MP 

Crouch HP 

Crouch LK 

Crouch MK 

Crouch HK 

Jump Up LP 

Jump Up MP 

Jump Up HP 

Jump Up LK 

Jump Up MK 

Jump Up HK 

Jump Diagonal LP 
Jump Diagonal MP 
Jump Diagonal HP 
Jump Diagonal LK 
Jump Diagonal MK 
Jump Diagonal HK 
Launcher “LC 

Cross Cancel 

Deadiy Throw 

Death Tower 

Hell Attack 

Psycho Crusher LP 
Psycho Crusher MP 
Psycho Crusher HP 
Psycho Crusher EX 
Head Press 

Head Press EX 
Somersault Skull Diver 
Somersauit Skull Diver EX 
Devil Reverse 

Devil Reverse EX 

Devil Reverse Follow-up 
Devil Reverse EX Follow-up 
Bison Warp 

Double Knee Press LK 
Double Knee Press MK 
Double Knee Press HK 
Double Knee Press EX 
Knee Press Nightmare “LC 
Cross Art “LC 


Command 


HP3HK 
teHP4HK (while blocking) 
LP4LK 

beLP4LK 

(air) MP » MP 

(Charge 54F) b.teLP 

(Charge 54F) b.t#MP 

(Charge 54F) b.t#HP 

(charge 54F) b,4PP 

(Charge 54F) d.utK 

(charge 54F) d.utKK 

P after Head Press on connect 
PP after EX Head Press on connect 
(Charge 54F) d.utP 

(charge 54F) d,utPP 

P during Devil Reverse 

PP during EX Devil Reverse 
'akdf orb,d,dbtPPP or KKK 
(Charge 54F) bf4LK 

(Charge 54F) b.t-MK 

(Charge 54F) b.f#HK 

(Charge 54F) b4EX 

(Charge 54F) b##KKK 
gefeMP4MK 


z 


z5 
gass r1rrcggrrccccsszzzcserrrirrrTtTrtrrrrTttttr 
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Damage 
30 
60 
90 
30 
60 
90 
30 
60 
90 
30 
60 
90 
30 
60 

90160) 
30 
60 
90 
40 
70 
100 
40 
70 
100 
40 
70 
100 
40 
70 
100 
100 
120 
140 
140 
70 
120160) 
130170) 
140180) 
75x2 
140 
160 
80 
60x2 


Startup 


ax3NsoNoNaoo0osoaa 


6 
15 
15 
15 
15 

23-1 

23-1 
8 
8 


35 
35 
a 
17 
21 
14 


12 
9 


Active 


until ground 
until ground 
3 
3 


until ground 
until ground 


214 
21 
214 
21211227718 
21)2(11)2.212)2 
2 


Recovery 
13 
13 
25 
10 
17 
20 
9 
13 
18 
8 
KI 
19 
10 
13 
18 
10 
15 
20 
until ground:4 
until ground-4 
until groundz4 
until ground-4 
until groundz4 
until ground-4 
until groundz4 
until ground-4 
until groundz4 
until ground-4 
until groundz4 
until ground-4 
54 
18 
20 
20 
until ground:4 
18 
22 
22 
18 
until grounded--16 (on whitf) 
until grounded:16 (on whiff) 
until grounded#B 
until grounded#8 
49 
“9 
until grounded--16 (on whiff) 
until grounded#16 (on whiff) 
50 
20 
23 
22 
30 
27 
a7 


Hit Adv 
12 
15 
3 
15 
“ 
12 
16 
15 
15 
EI 
7 
43 
15 
15 
14 
15 
12 
hard knockdown 
12 
416 
120 
412 
16 
120 
12 
116 
120 
412 
16 
120 
switeh 
hard knockdown 
hard knockdown 
hard knockdown 
116 
knockdown 
knockdown 
knockdown 
knockdown 
22 
hard knockdown 
18 
118 
oat 
fioat 


knockdown 
knockdown 
knockdown 
foat 
hard knockdown 
switeh 


Block Adv 
2 
“ 
8 
#1 
3 
3 
12 
“ 
4 
13 
13 
-2 
“ 
1 
4 
# 
2 
“2 
14 
15 
18 
14 
15 
18 
14 
15 
18 
14 
15 
18 
34 
15 
15 
7 
“3 

-16 (-33 from close) 
15 
-26 
-26 


Cancel 
SMEXSA,CA 
SMEXSA,CA 
SMEXSA,CA 


SMEXSA,CA 
SMEXSA,CA 
SMEXSA.CA 
SMEXSA,CA 


SMEXSA.CA 
SMEXSA,CA 


SMEXSA,CA 
SMEXSA.CA 


13t: P, PP 
131: P, PP 


JP 


1(lor 12 frames),3 
“(for 14 frames),3 
1(lor 17 trames),3 

04 

3 

3 


13 
13 
13 

11418 

TAMA 


Notes 


Rapid fire cancelabie into ght normal moves 


Rapid fire cancelabie into light normal moves 


Forces standing 


Rapid fre cancelabie into light normal moves 


Forces standing 


Knockdown on airborne opponent 


Crushes crouching attacks, Launches opponent while switching characters 
Invulnerability frames 1-17, Resembles EX Psycho Crusher 


Knockdown on airborne opponent 

Airbome frames 15-48 

Airbome frames 15-52 

Airbome frames 15-58 

Invulnerability frames 1-14, Airborne frames 15-48, Absorbs 4 projectile hit 

Tracks opponent, Knockdown on airborne opponent, Airborne from frame 1 

Tracks opponent, Invulnerability during start up until active, Airborne from frame 1 
Invulnerability frames 1-10 

Tracks opponent 

Tracks opponent, Invuinerability frames 1-14 

Hold b or fto alter fall arc after input, Airborne from frame 1 

Hold b or fto alter fall arc, Invulnerabilty frames 1-grounded/hitblock, Airbome from frame 1 
Invulnerability frames 1-29 

Chargeable: 51F for EX Version and 100F for Super Art, Airborne frames 13-17 

Chargeable: 51F for EX Version and 100F for Super Art, Airborne frames 19-23 

“Chargeable: 51F for EX Version and 100F for Super Art, Airborne frames 23-27 

Chargeable: 51F for Super Art, Projectie invulnerability frames 1-37, Airborne frames 16-20 
65 frames cinematic freeze before attack begins, Invulnerability frames 1-11, Projectile invulnerable 
63 frames cinematic freeze before attack begins, Invulnerability frames 1-9 
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Akuma 


Strengths 

#Extremely strong on hard knockdown, especially off of throws. He is able to maintain pressure in a variety of 
positions and situations thanks to Demon Flip and Air Fireballs to control positioning during an opponent's wakeup 
4#Has a true DP to help him call out opponents 

4DP can trade and lead to full combos thanks to the juggle system 

#Overhead can be tag canceled into a combo 

#Can set up counter hit charges on okizeme for solo overhead combos 

#Can be played offensively or defensively 

#Strong corner carry 

#Possesses a O-frame throw with the Shun Goku Satsu Super Art 


Weaknesses 

-Very low health total at 850 

-Limited combo ability outside of the corner and trade situations 
-Teleport is somewhat easy to chase down 


Ideal Team Position: Point 


The Master of the Fist enters Street Fighter x Tekken as the game's final boss for the Namco side of the cast in 
Arcade Mode, and as a capable point character in competitive play. Like all who practice the art of Ansatsuken, he 
possesses projectiles, a DP, and a hurricane kick. His air fireball game continues to remain a potent tool on both 
offense and defense, either using it to cover his retreat or to mask his oncoming assault. If the opponent tries to jump 
over his volley, Akuma can use the unigue invincibility properties of his DP to trade with the opponent, giving him 
access to juggles that he would have difficulty pulling off otherwise. His okizeme, while different from what it was in 
Street Fighter IV, is still very strong and still covers a multitude of wakeup options even when accounting for rolls. He 
does this by taking advantage of the v2013 nerf to rolling where they are vulnerable to throws which also nuke red 
health. This puts opponents in a very difficult situation on knockdown: should they roll forward and risk getting 
thrown, or should they stay put and endure Akuma's next assault? That, combined with all of the privileges that come 
with having a true reversal, an array of projectiles that cover multiple purposes, and his Shun Goku Satsu Super Art 
that adds a terrifying advancing command throw to punish whiffing opponents, makes Akuma worthy of being placed 
on your team if you desire it. 
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hitconfirm 


cr.LK, ci.LK, cr.MP/st.MP» HP -HK 

(Obar, low, close, xrush, easy) 

cr.LP, cr.LP, cr.MP/st.MP»HP-#-HK 

(Obar, xrush, easy) 

cr.LK, cl.LK, cr.MP/st.MP xx gcf#-P (150) 
(Obar, low, close, easy) 


cr.LP, cr.LP, cr.MP/st.MP xx gcb-#-LK, cl.LK, st.HK, ci.HP xx dp4#-HP (263) 


(Obar, standing, medium) 
st.HK, cr.MK xx gcb-#-LK, cl.LK, st.HK, ci.HP xx dp4#-HP (338) 
(Obar, medium) 


punish 


cr.MP, cr.HP xx gcb#LK, cl.LK, st.HK, cl.HP xx dp-HP (338) 
(Obar, medium) 


yolo 


gcb-#KK, st.HK, cl.HP xx hcb-#-HP, cl.MP, cr.HP xx dp-#HP (474) 
(1bar, corner, hard) 


juggle 

cl.MP, st.HK, cl.HP xx dp-#-HP 

(Obar, easy) 

cl.HK xx CADC, ci.HK xx hcb-#-HP 

(Obar, medium) 

cl.MP, cl.HP xx hcb--HP, cl.MP, cl.HP xx dp-#-HP 
(Obar, corner, medium) 
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Move 
FarLP 

Far MP 

Far HP 

Far LK 

Far MK 

Far HK 

Close LP 

Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Grouch LP 

Crouch MP 

Crouch HP 

Croueh LK 

Crouch MK 

Croueh HK “LC 

Jump Up LP 

Jump Up MP 

Jump Up HP 

Jump Up LK 

Jump Up MK 

Jump Up HK 

Jump Diagonal LP 

Jump Diagonal MP 

Jump Diagonal HP 

Jump Diagonal LK 

Jump Diagonal MK 

Jump Diagonal HK 

Launcher "LC 

Cross Cancel 

Goshoha 

Syuretto 

Zugainasatsu 
Tenmakujinkyaku 
Gohadoken 

Gohadoken EX 

'Shakunetsu Hadoken LP 
'Shakunetsu Hadoken MP 
Shakunetsu Hadoken HP 
Shakunetsu Hadoken EX 
Zanku Hadoken 

Zanku Hadoken EX 
Goshoryuken LP 
Goshoryuken MP 
Goshoryuken HP 
Goshoryuken EX 

Tatsumaki Zankukyaku LK 
Tatsumaki Zankukyaku MK 
Tatsumaki Zankukyaku HK 
Tatsumaki Zankukyaku EX. 
Tatsumaki Zankukyaku (air) “LC 
Tatsumaki Zankukyaku EX (air) 
Hyakkishu 

Hyakkishu EX 

Hyakkishu » Hyakki Gozan 
Hyakkishu EX » Hyakki Gozan 
Hyakkishu » Hyakki Gosho 
Hyakkishu EX » Hyakki Gosho 
Hyakkishu » Hyakki Gojin 
Hyakkishu EX » Hyakki Gojin 
Hyakkishu » Hyakki Gosai "LC 
'Ashura Senku P 

'Ashura Senku K 

Raging Demon 

Misogi 

Cross Art "LC 


Command 
HPHK 

EHP4HK (while blocking) 
LP4LK 

beLPHLK 

TMP 


MK during 17-22F of forward jump 
aeltP 

gettPP 

hebiLP 

hebtMP 

hebtHP 

hebtEX 

aeitP (ai) 

geitPP (ai) (Can be done during Hyakkishu) 
tadkLP 

KaldfeMP 

TadfHP 

#aldfPP 

gebilK 

gebeMIK 

aebtHK 

aebtKK 

aebtk (air) 

gebtKK (air) 

tadisk 

TadteKk 

no Input during Hyakkishu 
no input during EX Hyakkishu 
P during Hyakkishu 

P during EX Hyakkishu 

K during Hyakkishu 

K during EX Hyakkishu 
LP#LK during Hyakkishu 
tadforb.ddbtPPP 
Taldf or biddbiKKK 
LPLPLKHP 
AddrkKK 

GeleMP4MK 


TIggaccxsesassrrrtrTtrTrITTrTTTTrtr 


throw 
throw 


ox111rrrrrrrrrtrrtrss 


Tikar. 


throw 


throw 
M, 
H 


Damage 


30228530238 


383 


70 


300 
3001200 
1504 


Startup 


Active 


NO 0 wwNOaOwo NY Ona ONGNNN NN NN NN 
H3 


AnNB 


until ground 


1 

18 

16 

16 

216)2 
25R61SN 
201GN MGM 
101018131 
26)2(6)2 

MMO 


18 
15 
a 
2 
until ground 
until ground 
2 


38 
36112735 
2 


Recovery 

9 

1 

20 

13 

18 

1 

10 

1 

30 

9 

19 

Pil 

10 

12 

28 

“ 

1 

29 
until ground 
until grounde4 
until groundz4 
until groundz4 
until groundz4 
until grounde4 
until groundz4 
until grounde4 
until groundz4 
until groundz4 
until groundz4 
until groundz4 

54 

46 

20 

20 

17 

4 

30 

30 

25 

32 

38 

25 
until ground #16 
until groundz9 

35 

43 

36 

46 

20 

23 

2 

2 
until ground#10 
until groundz4 

40 

40 

15 

15 
until ground:4 
until groundz4 

4 

4 
until ground#17 

62 

56 

14 

ag 

45 


Hit Adv 
18 
:3 
12 
42 
“ 
18 
15 
15 
57 
16 
o 
“ 
15 
16 
4 
“4 
12 
hard knockdown 
12 
416 
120 
#12 
#16 
120 
"12 
416 
120 
"12 
116 
120 
Switeh 
hard knockdown 
hard knockdown 
hard knockdown 
“4 
16 
0 
kknockdown 
kknockdown 
kknockdown 
kknockdown 
kknockdown 
“12 
120 
knoekdown 
kknockdown 
kknockdown 
kknockdown 
Moat 
Moat 
Toat 
Moat 
Moat 
Moat 
hard knockdown 
hard knockdown 
hard knockdown 
ground bounce 
116 
“1 
hard Knockdown 
hard knockdown 
hard knockdown 
switeh 


Block Adv 


12 
4 
3 
2 
3 
-2 
“ 
“ 

12 
12 


Cancel 
SMEX.SA,CA 
SM.EX.SA,CA 
SM,EX.SA,CA 


SMEX.SA.CA 
SMEX.SA,CA 
SMEX.SA.CA 


SMEX.SA.CA 
SM.EX.SA.CA 
SMEX.SA.CA 
SMEX.SA,CA 
SM,EX.SA,CA 
SM.EX.SA,CA 
SMEX.SA,CA 


S 


2 
3 

3 
3 


“4 

A44 

Leni 
3 


33 
1 
12 
234 
456 
3 
333 
3333 


33333 111, 


3 


11 
Tak 


1 


ni 


1 


55555 AAAAA 


Notes 


Rapid fire cancelabie inio light normal aitacks 


1st hit: Forces standing, 2nd hit: Whiffs on crouching opponent: 
Rapid fire cancelable into light normal attacks 


2nd hit: Ground bounce on airborne opponent 
Rapid fire cancel Into light normal aftacks 
Forces standing 

Rapid fire cancel into light normal attacks 


Grushes erouching Sitscks rames 1-14, Launches opponent while switching characters 
Invulnerability frames 1-18, Airborne from frame 9, Resembles EX Goshoryuken 

“st hit: Hard knockdown on erouching counter hit, On Hit: #2 on crouching opponent 
Knockdown on airborne opponent: 


Button strengih determines angle, Momentum halted during start up, Knockdown on airborne opponeni, #5 Recovery during backjump 
10 frames between projectiles, Momentum halted during start up, Knockdown on airborne opponent, “5 Recovery during backjump 
Invulnerabilty frames 1-2, Airborne from frame 6 

Invulnerabilty frames 1-4, Airborne from frame 6, 2nd hit: Whifis on crouching opponent 

Invulnerabilty frames 1-6, Airborne from frame 8, 2nd hit: Whifis on crouching opponent 

Invulnerabilty frames 1-18, Airborne from frame 8 

Airborne from frame 7, Lower body projectile invulnerabilly frames 7-33 

'Airborne from frame 8, Lower body projectile invulnerabilily frames 8-43 

'Airbone from frame 8, Lower body projectile invulnerabilily frames 8-50 

'Airborne from frame 7, Lower body projectile invulnerability frames 7-46 


Chargeable: 51F for EX Version and 100F for Super Art, Button strength determines distance, Airborne from frame 6 
Chargeable: 51F for Super Art, Tracks opponent, Airbome from frame 6 


Ground bounes on counter hit or on airborne opponent 

Ground bounce on counter hit or on airborne opponent 

Knockdown on airborne opponent: 

Knockdown on airborne opponent: 

Invulnerabilty frames 1-32 

Invulnerabilty frames 1-26 

68 frames cinematic freeze before attack begins 

88 frames cinematic freeze before attack begins, Tracks opponent, Invulnerability rames 1-85, If ist hit whifis Akuma creates wo columns 
63 frames cinematic freeze before attack begins, Invulnerability frames 1-10 
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Sakura 


Strengths 

4HP DP has a long block stun allowing for safe tag cancels 

#Aerial Tatsu can act as a guasi-dive kick for further offense. Additionally, it comes out guickly 
and can win as an air-to-air, giving Sakura more combo opportunities. It is also -13 on block. 
#Close normals execute guickly, allowing her to take advantage of her frame advantageous 
moves to press offense 

4 j.MP has high priority and causes a juggle state on regular hit, too for combos. Great air to air 
normal. 

#Far HK has great range and is a good tool to beat crouching medium kicks 

#the P followup to Sakura Otoshi (dp-K) can be 45 on block, and causes ground bounce on hit. 
#Long range on EX DP 


Weaknesses 

-Lacking on defense as her best anti-air, cr.HP, can be crossed up easily 

-Fireball has almost no zoning capabilities 

-Has trouble keeping opponents out 

-Main reversal, her EX DP, has a 12-frame startup and is easy to make whiff thanks to a very 
low hitbox. 

-Lacks reliable offensive tools, relying primarily on jabs 


Ideal Team Position: Anchor 


While her technigues imitate the trademark attacks of Shotos, you should not look at her as one. 
Her Hadoken is used not for zoning, but for pressure, as throwing her short-range, chargeable 
Hadoken gives her awall of ki that she can use to protect herself while walking forward. Her DP 
is mostly used as a combo extender or for a safe tag option as he does not have the reversal 
utility that other DPs have. She is also in possession of strong lockdown ability thanks to her 
aerial Tatsu that starts guickly and has a large hitbox to ensure that she almost always gets a hit 
if she's in the proper range. Adding to her aerial assault is the Sakura Otoshi, which is #5 on 
block and causes a ground bounce on counterhit, forcing the opponent to think carefully about 
trying to counter the initial animation. Her grounded LK Tatsu is can be oppressive if spaced 
correctly, and can be linked into normals for additional damage. Her main weakness is that in 
order to use all of these tools, she has to approach the opponent, and that can be difficult for 
her thanks to her own lack of defensive options to keep an opponent from doing the same. As 
such, it's best to have her as an anchor character where the gap has already been cleared by 
her partner so she can tag in and begin her plethora of frame traps and offensive pressure. 
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Sample Combos 


low 


cr.LK, cr.LP, cr.MK xx dp-4#HP (199) 
(Obar, hitconfirm, medium) 


punish 


cl.HP xx gcb-#LK, cl.HP xx gcb-#LK, cr.LK xx dp-#HP (313) 

(Obar, midscreen, medium) 

cl.HP xx gcb-#LK, cl.HP xx dp-#LP, cl.HP xx gcb-#-MK, cr.HP xx dp-4-HP (387) 

(Obar, corner, medium) 

cl.HP xx gcb-#LK, cl.HP xx gcb-#KK, j.HK, cl.HP xx dp#HKSP, cl.HP xx dp4#HP (433) 
(1bar, medium) 


juggle 

cl.HP xx dp#HK5SP, cl.HP xx dp-4#-HP 

(Obar, medium) 

cl.HP xx dp#-HK-P» (delay) P, dp-#LP, dp-MP 
(Obar, easy) 

cl.MP, cl.HP xx gcb-#LK, cr.HP xx dp-#-HP 
(Obar, corner, easy) 


ender 


dp-LP, cl.MP, cl.HP xx gcb-#-LK, cr.HP xx dp-#-HP 
(Obar, corner, easy) 

dp-LP, cl.HP xx gcb-#-MK, cr.HP xx dp-#-HP 
(Obar, corner, medium) 
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Move 
FarLP 

Far MP 

Far HP 

Far LK 

FarMK 

Far HK 

Close LP 

Close MP "LC 

Close HP 

Close LK "LC 

Close MK 

Close HK 

Crouch LP 

Crouch MP “LC 
Crouch HP 

Crouch LK 

Crouch MK 

Crouch HK 

Jump Up LP 

Jump Up MP 

Jump Up HP 

Jump Up LK 

Jump Up MK 

Jump Up HK 

Jump Diagonal LP 
Jump Diagonal MP 
Jump Diagonal HP 
Jump Diagonal LK 
Jump Diagonal MK 
Jump Diagonal HK 
Launcher "LC 

Cross Cancel 

Sailor Shot 

Choba Throw 

Flower Kick 

Hadouken 

Hadouken LvI2 
Hadouken LvI 3 
Hadouken EX 
Hadouken EX Lvi 2 
Hadouken EX Lvi3 
Shouoken LP 
Shouoken MP 
Shouoken HP 
Shouoken EX 
Shunpukyaku LK 
Shunpukyaku MK 
Shunpukyaku HK 
Shunpukyaku EX 
Shunpukyaku (Air) “LC 
Shunpukyaku EX (Air) 
Sakura Otoshi 

Sakura Otoshi EX 

P Follow-Up (vs grounded) 
P Follow-Up (vs airborne) 
P Follow-Up EX (vs grounded) 
P Follow-Up EX (vs airborne) 
Haru Ranman “LC 
Cross Art LC 


Command 


HP4HK 
##HP4HK (while blocking) 

LP4LK 

beLP:LK 

TMK 

act? 

'gcftP (hold for 13-21 frames) 

'gcftP (hold for 22 frames) 

acfPP 

'gcftPP (hold for 13-21 frames) 
'acftPP (hold for 22 frames) 

fddfeLP 

#ddfiMP 

tddeHP 

tddtPP 

gobiLK 

gebiMK 

gobiHK 

acbiKK 

gcbiK (air) 

acbiKK (air) 

tadfek 

#ddeKK 

P during Sakura Otoshi 

P during Sakura Otoshi, Up to 3 times 
P during EX Sakura Otoshi 

P during EX Sakura Otoshi, Up to times 
gob#KKK 

acfPMP4MK 


F4 


E 
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throw 


JxgstririririrrrrrTirz 


z 


Damage 
30 
60 
s0 
30 
60 
s0 
30 
60 
s0 
30 
60 
s0 
30 
60 
s0 
30 
60 
s0 
40 
70 
100 
40 
70 
100 
40 
70 
100 
40 
70 
100 
100 
40,70 
130 
130 
70 
50 
70 
s0 
50,50 
6060 
70,75 
40,10 
60,10x3 
60,20x2,10x3 
10,20x2,10x5 


60 
40,20,70 
60 
50,50,100 
30,30,270 
1504 


Startup 
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Active 


2228 

222,2, 

24(19)2222210 
6 


318, 
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)6 


3636) 
3(6)3(6)A(12)3 


318, 


Z3)23)33)2 


)3 


210 


3)3 


Recovery 
9 
15 
21 
KRI 
16 
18 
9 
14 
23 
12 
19 
18 
9 
19 
20 
10 
17 
24 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
54 
18411 
20 
20 
19 
26 
26 
24 
26 
26 
2 
18411 
22111 
18411 
18411 
15 
18 
21 
14 
until ground#8 
until groundt4 


Hit Adv 
16 
43 
“ 
“4 
13 
“4 
16 
“4 
sj 
43 
ET 
Toat 
16 
4 
2 
“4 
0 
hard Knockdown 
12 
16 
420 
12 
16 
420 
12 
16 
420 
12 
16 
420 
switch 
hard knockdown 
hard Knockdown 
hard knockdown 
o 
3 
“4 
16 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
“4 
knockdown 
knockdown 
oat 
knockdown 
knockdown 


ground bounce 
knockdown x2,hard knockdown 
ground bounce 
knockdown x2,hard Knockdown 
hard Knockdown 
switch 


Block Adv 
2 
21 


Cancel 
SM.EXSA.CA 


SM.EXSA.CA 
SM.EXSA,CA 


SM.EXSA.CA 
SM.EXSA.CA 
SM.EXSA.CA 
SM.EXSA.CA 
SM.EXSA.CA 


SM.EXSA.CA 
SM.EX.SA.CA 
SM.EXSA.CA 
SM.EXSA.CA 
SM.EXSA.CA 


4444 
566,666 
TAAAAAAA 
3 

45 
456 
456,0 
3 
45674 


AAA4 
1AAA1,6 
0,0,0,0,0,0,0,0 
1 
14 
AAA 
AAA,0 
1 
TAAAA 


Notes 


Rapid fire cancelabie into light normal moves 


Rapid fire cancelabie into light normal moves 


Forces standing 

Does not float on airborne opponent 

Rapid fire cancelable into light normal moves 
Forces standing 

Rapid fire cancelable into light normal moves 


Knockdown on airbome opponent 
Crushes crouching attacks 1-14, Launches opponent while switching characters 
Invulnerability frames 1-6, Resembles LP Shouoken 


Knockdown on airbome opponent 


Invulnerability frames 1-13 

Chargeable: 51F for EX Version and 100F for Super Art, Knockdown on airborne opponent 
Chargeable: 51F for EX Version and 100F for Super Art 

Chargeable: 51F for EX Version and 100F for Super Art 

Chargeable: 51F for Super Art 


Button strength determines jump arc and distance 

Tracks opponent 

65 frames cinematic freeze before attack begins, Invulnerabilty frames 1-7 
63 frames cinematic freeze before attack begins, Invulnerability frames 1-13 


AR | 
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Blanka 


Strengths 

#st.LP is one of the two longest-reaching 3f normals in the game and links into itself, allowing 
for a hit-confirm into cross rush 

#Powertful block pressure with HP Electric Thunder, which is #11 on block 

4#Horiball crossups can set up devastating tag cancel combos or if blocked, bring in a partner at 
frame advantage 

4#Has a true chip infinite that can be set up by specific tag cancels, deep crossups, and 
knockdowns 

4High tag-in damage with Electric juggle setups 

4Fast jump and good air-to-air and crossup ability 


Weaknesses 

-Lacks a reliable anti-air 

-Limited solo combo ability 

-High damage Electric juggles reguire the corner or specific partners with mid-screen setups 


Ideal Team Position: Point 


When v2013 first dropped, Blanka was looked at with a great deal of skepticism. His combos 
were difficult to set up without meter and didn't really hurt, he lacked tag synergy with a great 
deal of the cast, and his more obvious tools for starting combos like s.HK didn't really have 
much utility that would make it useful in live play. As v2013 evolved, however, especially as the 
scene began developing its own devoted core of players, Blanka's strengths began to shine. 
His standing pokes are nothing short of oppressive, and being able to effectively summon his 
Electric Thunder gives him access to considerable frame advantage. Furthermore, a properly 
spaced Horiball can create win-win situations for him and his partner. What makes Blanka 
really shine is his ability to utilize his Electric Thunder chip infinite in a variety of situations, 
where an enemy's only hope for “escape” is to Alpha Counter. All of this is in addition to the 
tricky movement and approach that Blanka is known for. If you are willing to practice the 
necessary execution to utilize Blanka's bag of tricks, in exchange for losing out on the more 
traditional toolkits of similar characters, place him at the point and create the openings 
necessary for your partner to compliment his unigue skills. 
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Sample Combos 


xrush 


cr.LP, st.LPvst.MP»st.HP»HP HK 
(Obar, easy) 
st.LP, st.LPvst.MPvst.HPvHP HK 
(Obar, hard) 


punish 


cl.HK, cr.MK xx (dJjwu#HK (254) 
(Obar, medium) 


overhead 

cl.b f#-MP, cr.MKsst.HP»HP HK 

(Obar, medium, xrush) 

cl.b#-MP, cr.MK xx (bJ,f#-PP, cr.MK xx (dl,utHK (366) 
(1bar, punish, medium) 


juggle 

cl.HP xx f4#KKK, cr.LK, cr. MK xx (dj ,u#-HK 
(Obar, medium) 

cl.HP xx f4#KKK, cr.MK, cr.MK xx (dj,utHK 
(Obar, medium) 
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Move 
FarLP 

Far MP 

Far HP "LC 

Far LK 

Far MK 

Far HK 

Close LP 

Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Crouch LP 

Crouch MP "LC 
Grouch HP 

Groueh LK 

Crouch MK 

Croueh HK 

Jump Up LP 

Jump Up MP 

Jump Up HP 

Jump Up LK 

Jump Up MK 

Jump Up HK 

Jump Diagonal LP 
Jump Diagonal MP 
Jump Diagonal HP 
Jump Diagonal LK 
Jump Diagonal MK 
Jump Diagonal HK. 
Launcher "LC 

Cross Cancel 

Wild Fang 

Jungle Wheel 

Rock Crusher 
Amazon River Run 
Surprise Forward 
Surprise Back 

Coward Crouch "LC 
Electric Thunder LP 
Electric Thunder MP 
Electric Thunder HP 
Electric Thunder EX “LC 
Rolling Attack LP 
Rolling Attack MP 
Rolling Attack HP 
Rolling Attack EX 
Backstep Roll LK "LC 
Backstep Roll MK "LC 
Backstep Roll HK "LC 
Backstep Roll EX "LC 
Vertical Roll LK "LC 
Vertical Roll MK “LC 
Vertical Roll HK "LC 
Vertical Roll EX “LC 
Ground Shave Roll "LC 
Gross Art "LC 


Command 


HP4HK 
(HP4HK (while blocking) 
LP4LK 

beLPHLK 

(close) for btMP 
OHP 

TEKKK 

b#KKK 

d:PPP 

PP,PPLP- 
P,P,P,P,MP- 
PP,P,PHP- 
PPP,P,P,PP- 

(charge 54F) bifeLP 
(charge 54F) bif-MP 
(charge S4F) b.f-HP 
(charge 54F) bf-PP 
(charge S4F) bfeLK 
(charge 54F) b,f-MK 
(charge 54F) bf-HK 
(charge S4F) b,feKK 
(charge 54F) dutLK 
(charge 54F) dutMK 
(charge 54F) d.utHK 
(charge 54F) d.utKK 
(charge 54F) bf-PPP 
acfeMP4MK 


aIoecccoco cocoa iii ii 


throw 
throw 
HH 


L 


TT TTTTTTTTITTITTITT: 


Damage 
30 
Gg) 
90 
30 
3) 
90 
30 
) 
90 
30 
60 
90 
30 
3) 
90 
30 
3) 
90 
40 
70 
100 
40 
70 
100 
40 
70 
100 
40 
70 
100 
100 
120 
140 
130 
50.40 
100 


Startup 


29-65 
atajatapataya 
AKAJATT 
aa)ay16 
atayay16 
18 
33 
33 
33 
until ground 
untilground 
until ground 
until ground 
18 
15 
12 
18 
16 
2 


24 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 

54 

16 

20 

20 

9 

16 

23 

32 

z 


Hit Adv 


4 
oat 
“4 
3 
5 
- 
“4 
hard Knockdown 
112 
118 
120 
12 
116 
120 
112 
16 
120 
12 
16 
120 
swith 
hard Knockdown 
15 
hard Knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
wall bounce 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
hard Knockdown 
swith 


Block Adv 


45 


21 


Cancel 
SMEX.SA.CA 


SMEX.SA.CA 


SMEX.SA.CA 
SMEX.SA.CA 
Asthit BC 


SMEX.SA.CA 


SMEX.SA.CA 
SMEX.SA.CA 


Ast hit SMEX.SA.CA 


27FESMEXSA,CA 
LP Electric Thunder 
MP Electric Thunder 
HP Electric Thunder 
EX Electric Thunder 


Ofi for extended one) 
3 


Jus 
1 
1 
4 
1 


1 
'1(for3 rames).0 
1 
1 
4 
1 
44 
'1(for 2 irames).0 
1 


Notes 


Forces standing 


Forces standing 


Ground bounce on airborne counter hit 
Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerability frames 1-14, Resembles Amazon River Run 
Forces standing, Can be charged (25F start up) to hit M, loses cancelabilily, Knockdown on airborne opponent 
Upper body invulnerable until ihe end of active rames 
Immediately goes to recovery on hit or block. 
Immediately goes to recovery on hit or block. 
Immediately goes to recovery on hit or block 
Immediately goes to recovery on hit or block, Strike invuinerabie until the end of active frames or mashed 
Chargeable: 51F for EX Version and 100F for Super Art 
Chargeable: 51F for EX Version and 100F for Super Art 
Chargeable: 51F for EX Version and 100F for Super Art 
Chargeable: 51F for Super Art, Projectile invulnerable until ihe end of aclive frames 


Invulnerability frames 1-23, Can alter distance with leftright input 
Invulnerability frames 1-6 

73 frames cinematic freeze before atlack begins, Invulnerabilty frames 1-7 
68 frames cinematic freeze before attack begins, Invulnerabilty frames 1-8 
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Guy 


Strengths 

-high-angle, exceptionally deep jump along with a wall jump for even faster jump trajectories 
allow him to clear great gaps of distance guickly, and possesses air normals for a variety of 
positions that allow him to begin offense 

-Bushin Flip (gcf-P) has extremely high air-to-air priority, making very difficult to air-to-air as 
most exchanges result in the opponent being thrown 

-Multiple target combos that can lead to full combos depending on the position of the opponent 
-Command run (gcf--k) also allows him to clear gaps of distance guickly and begin offense 
-f-mp overhead can combo on tag and is safe on block 


Weaknesses 

-EX Tatsu, his main reversal, has an awkward hitbox and does low damage, and is unsafe on 
block with almost no tag-in ability to make it safe 

-Iack of reliable anti-airs other than cr.mp 

-his main offense starter, the aerial elbow drop, does not hit overhead 

-difficulty pressuring opponent outside of elbow drop as his overhead does not combo without 
meter and lows typically don't lead to combos outside of cross rush, which is very risky to do as 
ahard read 

-difficulty turning the tide of the match if he is low on health, making him vulnerable if his partner 
is also struggling 

-st.MP-HP target combo can whiff at max range 


Ideal Team Position: Either 


Guy is a character that can shift the pace of the match ata moment's notice, clearing long gaps 
of distance with his wall jump, his forward jump, his Bushin flip or his command run and force 
the opponent into a defensive situation. Because the angle of his jump is so high and goes so 
far, anti-airing him is not as simple as it would be for other characters with high jumps. His most 
potent offense starter is his aerial elbow drop of two different variations (d-MP while in the air 
for a slower descent, and P while in Bushin Flip for a faster descent), which is safe on block and 
can lead to full combos thanks to his plethora of target combos. While his aerial elbow drop 
does not hit overhead, his command overhead f-mp does, and it hits twice to allow safe tags on 
block and full tag-in combos on hit. To be successful with Guy, you need to be confident in the 
pace you are dictating, as he falters when he is put on the defensive. Because of his excellent 
mobility, it is recommended that he be placed on point. 
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Sample Combos 


low 


cr.LK, cr.LP, st.MP » HP xx gcf#tK » MK (215) 
(Obar, hitconfirm, medium) 


hitconfirm 

cr.MP, st.MP » HP xx gcb#-MP 

Enders: ender /Ngcb--P 

(Obar, medium, corner) 

cr.LP, cr.LP, cr.MP, st.MP xx gcftK » MK (222) 
(Obar, easy) 

cl.HK, st.MP » HP xx gcftK » MK (274) 

(Obar, easy) 


juggle 
cl.MK, st.MP » HP xx gcb#-HK 
(Obar, medium) 


ender 


LP 5» MP » HP » HK, walk forward, LP » MP » HP » HK xx Jump, (air) gcf-MP 
(Obar, medium) 

gcb-#P, cr.MP, walk forward, cl.MK, ci.HP xx gcb#-HK 

(Obar, medium) 

gcb-#-PP, dash forward, cl.HK, st.MP » HP xx gcb#-HK 

(1bar, medium) 
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Move 
Far LP 

Far MP 

Far HP 

Far LK 

Far MK 

Far HK 

Close LP 

Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Grouch LP 

Crouch MP 
Crouch HP 
Grouch LK 
Crouch MK 
Crouch HK 

Jump Up LP 
Jump Up MP 
Jump Up HP 
Jump Up LK 
Jump Up MK 
Jump Up HK 
Jump Diagonal LP 
Jump Diagonal MP 
Jump Diagonal HP 
Jump Diagonal LK 
Jump Diagonal MK 
Jump Diagonal HK 
Launcher "LC 
Cross Cancel 
Grab Throw 
Shoulder Throw 
Elbow Drop 

Ninja Sickle 

Neck Breaker 
Wall Jump 

- "LC 


Bushin Gokusaken "LC 
Bushin Gokusaken (Throw) 
Target Combo 

Bushin Senpukyaku LK 
Bushin Senpukyaku MK 
Bushin Senpukyaku HK 
Bushin Senpukyaku EX 
Bushin Izuna Otoshi 
Bushin Izuna Otoshi EX 
Bushin Izuna Otoshi Throw 
Bushin Izuna Otoshi EX Throw 
Bushin Izuna Otoshi Elbow 
Kaizen Izuna Otoshi 


Kaizen Izuna Otoshi EX 
Run 
Run EX 
Sudden Stop 
Sudden Stop EX 
Shadow Kick 
Shadow Kick EX 
Neck Flip “LC 
Neck Flip EX "LC 
Hozanto LP 
Hozanto MP 
Hozanto HP 
Hozanto EX 
Bushin Goraisenpujin “LC 
Cross Art”"LC 


Command 


HPHK 
"#HP4HK (while blocking) 
LP4LK 

btLP4LK 

@#MP (during jump) 

GEtHK 

"MP 

for uf (during jump, near wall) 
LP» MP 

LP» MP» HP 

LP» MP» HP3 HK 

LP» MP» HP» d#HK 

MP» HP 

acbtLK 

gobtMK 

aebtHK 

gebtKK 

acttP 

gcttPP 

P during Bushin Izuna Otoshi 
P during Bushin EX Izuna Otoshi 
P during Bushin Izuna Otoshi 
acttP (air) 


acttPP (air) 
atik 
OcttKK 
LK during Run 
LK during EX Run 
MK during Run 
MK during EX Run 
HK during Run 
HK during EX Run 
gobtLP 
acbtMP 
gobtHP 
gcbtPP 
acb:PPP 
@6ftMP4MK 


z 
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throw 
throw 
H 
airthrow 


air throw 


Damage 


30 
60 


Startup 


PaNB OKU. FId0nndonuoAa KK KANAA MOR NAMA MANA 


Active 


NN NAN GNGNNNWNNNNN 


» 
3 


NYOMAN GwMaaU 


2a)216)2 


26)26)1 
26/26)2 
36)215/2(6)2 
216)2/5)2/4)2 


2 
2 

until ground 
3 


3 
5(8)5(13)4(14)2 
2 


Recovery 

9 

17 

2 

10 

16 

19 

9 

13 

20 

12 

13 

14 

9 

" 

17 

10 

17 

18 
until ground#4 
until ground#4 
until ground#4 
until ground:4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 

54 

14420 

20 

20 
until ground#4 

25 

14 


until ground#4 
until groundt4 


36-48 
7 
16 
22 
13 
19 
19 
2 
22 
22 
24 
24 
48 


Hit Adv 
16 


45 
hard knockdown 
hard knockdown 
12 
16 
420 
13 
16 
420 
42 
16 
420 
12 
16 
420 
switeh 
hard knockdown 
hard knockdown 
hard knockdown 
12 
oat 
43 


oat 
oat 
0 
knockdown 
knockdown 
knockdown 
knockdown 


hard knockdown 

hard knockdown 
18 

hard knockdown 


hard knockdown 
hard knockdown 
hard knockdown 
0 
ground bounce 
knockdown 
knockdown 
knockdown 
wall bounce 
hard knockdown 
switch 


Block Adv 


12 
4 
3 
“ 
A 


Cancel 
SM,EX.SA.CA 
SM,EX.SA.CA 


SM,EX.SA,CA 
SM,EX.SA,CA 
SM,EX.SA,CA 
SM,EX.SA,CA 
SM,EX.SA,CA 


SM,EX.SA.CA 
SM,EX.SA.CA 


SM,EX.SA.CA 


SM,EX 


Whift: SM,EX.SA,CA 
BC,LA 
LA 
Jump 


SM,EX.SA,CA 


LK,MK.HK 
LK,MK,HK 


JP 


NA WNA WNA Wa AW Nawa aw Nawa 


33 
22 


2 
3 
ti 
0 
3 


33,3 
33,3 


4444 1114 
4444 00,04 


3 


4567 AAAT 


3 


Jc 


OA 
14 


113 
Uta) 


JS Notes 


Rapid fire cancelabie into light normal attacks, Whiffs on crouching opponent, Knockdown on airborne opponent 


Rapid fire cancelabie into light normal attacks, Whiffs on crouching opponent, Knockdown on airborne opponent 


Forces standing 


Rapid fire cancelabie into light normal attacks 


Forces standing 


The last 5 active frames do not cause knockdown 


Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerability frames 1-11, Resembles LK Bushin Senpukyaku 


Whiffs on airborne opponent: 


Knockdown on airborne opponent 


Throw invulnerable until the end of active frames 
Projectile invulnerability frames 1-11 

'Whiffs on grounded opponent 

Invulnerability frames 1-11 

Button strength determines distance 
Projectile invulnerable, Tracks opponent 
Transitions to Elbow on whiff 

Transitions to Elbow on whiff 

Non-EX version whiffs on airborne opponent 
MP version considered as strike 
Invulnerability frames 1-4 


2 points of armor from frame 1 until frame 34-46 


1 point of armor during frames 1-15 


st hit: Whiffs on crouching opponent 


Chargeable: 51F for EX Version and 100F for Super Art, Projectile invulnerability frames 6-15 
Chargeable: 51F for EX Version and 100F for Super Art, Projectile invulnerability frames 6-19 
Chargeable: 51F for EX Version and 100F for Super Art, Projectile invulnerabilty frames 6-27 
Chargeable: 51F for Super Art 
62 frames cinematic freeze before attack begins, Invulnerability frames 1-3 
63 frames cinematic freeze before attack begins, Invulnerability frames 1-10 
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Cody 


Strengths 

#possesses long-reaching light normals that easily link into solo combos or cross rush 

#b--mp is an almost perfect anti-air that retracts his hurtbox so he can stop jumping attacks 
even if a cross-up seems imminent or if it's a high-priority jumping attack such as Yoshimitsu's 
j.HP 

4cr.mk (the slide) and all crouching knife attacks cannot be raw launched by most of the cast 
#f4HK possesses the ability to corpse hop on hard knockdown, allowing Cody to prevent the 
opponent from rolling away while in the corner 

4#Criminal Upper can create a safe tag situation and even a mixup in some cases 

#Overhead is comboable with a tag cancel 


Weaknesses 

-Overhead is unsafe for both characters when tag canceled 

-Lacks a reliable reversal that can get him out of trouble as EX Zonk Knuckle is unsafe on block 
and easy to blow up with neutral jump thanks to low hitbox 

-limited solo combos, relies on his partner to maximize damage 

-Anti-air only does 70 damage 


Ideal Team Position: Point 


When v2013 was first announced, many thought Cody would receive significant nerfs thanks to 
how dominant he was at the conclusion of the the v2012 build. While his problematic cr.Ik was 
nerfed, he remains a capable character thanks to his exceptional buttons. His bwmp is one of 
the best anti-air normals in the game, even when taking into account the Air Crush mechanic, 
and his light normals still reach very far and easily link into combos. Furthermore, his cr.mk 
tends to ignore the “Raw Launch crushes lows” philosophy due to its low profile, meaning he 
can use it at will in ways that other characters cannot. Cody also possesses several ways he 
can confirm safely into damage, as his Criminal Upper is difficult to punish on block for many 
characters due to how far the attack pushes back the opponent, and it can easily be tag 
cancelled into to ensure that the opponent remains on the defensive. His primary weakness is 
his lack of options if he gets knocked down, as his best reversal not only reguires meter (EX 
Zonk Knuckle) but it's unsafe on block and easily whiff punished with neutral jump. That's why 
its best to have Cody as your point character so his partner can deal with the opponent before 
Cody can be put into that situation. 
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Sample Combos 


hitconfirm 


cr.LP, cr.LP, st.LP, cr.LK xx gcb-4#HP (189) 

(Obar, easy) 

cl.HP, cr.MP xx gcb-#HP (262) 

(Obar, easy) 

f4-MP, cr.MP, cr.LK xx gcb#HP (242) 

(Obar, easy) 

cl.LP, cr.MP, cr.MP xx “PX, cl.HK xx gcb#-HP(3), cl.HP, ci.HK xx “Px (375) 
(Obar, corner, medium) 


punish 

cl.HP, cr.HP xx gcb-#HP (292) 

(Obar, easy) 

cl.HP, cr.HP xx “PX, cl.HK xx gcb-#HP, cl.HP, cl.HK xx “Px(470) 


Reguires pre-charge 
(Obar, corner, medium) 


juggle 
cl.HP, cr.MP xx £PX 
(Obar, medium) 
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Move 
FarLP 

Far MP 

Far HP "LC 

Far LK 

Far MK 

Far HK "LC 

Close LP 

Close MP 

Close HP 

Close LK "LC 

Close MK "LC 

Close HK 

Crouch LP 

Crouch MP 

Crouch HP 

Crouch LK 

Crouch MK 

Crouch HK 

Jump Up LP 

Jump Up MP 

Jump Up HP 

Jump Up LK 

Jump Up MK 

Jump Up HK 

Jump Diagonal LP 
Jump Diagonal MP 
Jump Diagonal HP 
Jump Diagonal LK 
Jump Diagonal MK 
Jump Diagonal HK. 
Launcher "LC 

Cross Cancel 

Prisoner Throw 

Bad Stomp 

Jaw Crusher 

Stomach Blow 
Hammer Hook 

Crack Kick 

Knife Standing LP 
Knife Standing MP "LC 
Knife Standing HP “LC 
Knife Grouching LP 

Knife Grouching MP 
Knife Crouching HP ""LC 
Knife Jump Up LP 
Knife Jump Up MP 
Knife Jump Up HP 
Knife Jump Diagonal LP 
Knife Jump Diagonal MP 
Knife Jump Diagonal HP 
(Criminal Upper LP 
Criminal Upper MP 
Criminal Upper HP 
Criminal Upper EX "LC 
Rufian Kick LK "LC 
Rufiian Kick MK "LC 
Ruffan Kick HK “LC 
Rufiian Kick EX 

Zonk 

Zonk EX 

Bad Stone LP "LC 
Bad Stone MP "LC 
Bad Stone HP "LC 
Bad Stone EX "LC 
Fake Bad Stone 

Knife Pick Up 

Knife Throw 

Fake Knife Throw 

Bad Spray 

Final Destruction "LC 
Cross Art LC 


Command 


HP4HK 
#HP4HK (while blocking) 

LP4LK 

beLPALK 

b:MP 

MP 

(HP 

HK 

LP while holding Knife 

MP while holding Knife 

HP while holding Knife 

Crouching LP while holding Knife 
Crouching MP while holding Knife 
Crouching HP while holding Knife 
Jump Up LP while holding Knife 

Jump Up MP while holding Knife 
Jump Up HP while holding Knife 
Jump Diagonal LP while holding Knite 
Jump Diagonal MP while holding Knife 
Jump Diagonal HP while holding Knife 
acbtLP 

acbtMP 

acbtHP 

acbrPP 

aefeLK 

acfMK 

OefHK 

OK 

(charge forIvi 1 60F, IV 2 90F, Ivi3 120F4) P 
(charge for 60F#) PP 

acfeLP 

acfMP 

OcfHP 

acftPP 

@:HP4HK 

d:PPP 

acfeP 

@HP4HK 

utP on face up Knockdown (during Ouick Rise) 
ef KKK 

OefMP4MK 


z 


TIz22ccccc22czrrrI11IIIIITIIIIIII 


throw 
tnrow 


“xx1111-11-111122.ooiziti1r21i 


lake bel 


Damage Startup 


30 
5) 
90 
30 
60 
90 
30 
60 
90 
30 
60 
90 
30 
60 
90 
30 
60 
90 
40 
70 
100 
40 
70 
100 
40 
70 
100 
40 
70 
100 
100 
60,60 
130 
130 
70 
80 
60,50 
90 
40 
70 
100 
40 
70 
100 
50 
80 
110 
50 
80 
110 
60.20x3 
50.20x4 
40,20x5 
40.20x6 
80 
100 
70 
110 
100 
100 
80 
80 
80 
60,60 


Active 


No 0w0wNowawUNAYwRO NAAM AN 


3 
2 UEA 
21644. 

2144433 

21222222 


12 
ag3)stins 
2 


Recovery 

9 

“ 

18 

10 

Eki 

7 

8 

10 

18 

8 

1 

1 

8 

12 

2 

13 

18 

2 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 

54 

31 

20 

20 

14 

13 

22 

12 

10 

13 

17 

“ 

20 

16 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 

22 

22 

28 

30 

20 

25 

27 

28 

28 

28 

15 

1 

19 

16 

22 

28 

19 

35 

9 

34 

85 


Hit Adv 
18 
#7 
13 
13 
15 
13 
16 
18 
19 
45 
13 
13 
15 
18 
12 
0 
“ 
hard Knockdown 
112 
116 
120 
12 
116 
120 
112 
116 
120 
12 
116 
120 
switch 
hard Knockdown 
hard knockdown 
hard Knockdown 
13 
18 
21 
oat 
“4 
“4 
18 
12 
A 
18 


oat 
oat 
oat 
oat 

hard knockdown 

knockdown 

oat 

hard knockdown 
oat 
oat 
18 
16 
“4 


knockdown 
knockdown 
hard Knockdown 
switch 


Block Adv 
13 
13 
2 
4 
“ 
2 
12 
14 
13 
“ 
2 
3 
“ 


12 
“ 
“ 
2 


4 
“4 
45 
-8 
“ 
48 
-8 
“ 
15 
-8 
“ 
18 


Cancel 
SM.EX.SA.CA 


SMEX.SACA 
SM.EX.SA.CA 
SMEX.SA.CA 


SMEX.SACA 
SM.EX.SA.CA 
SMEX.SA.CA 
SM.EX.SA.CA 
SM.EX,SA.CA 
SM.EX.SA.CA 


SMEXSA.CA 
SM.EX.SA.CA 


SMEXSA.CA 


S 
5 


31 4 

2 1 
33 AA 

3 1 

1 1 

2 1 

3 1 

1 1 

2 1 

3 1 

1 1 

2 1 

3 4 

1 1 

2 4 

3 1 

3333 0104 
33383 00004 
333333 | 000,004 
A4AA4A4 000,00,1,5 

3 3 

3 3 

4 3 

3 1 

3 3 
38 00 

3 3 

3 3 

3 3 
38 04 

5 
333 00,3 

3 2 


Notes 


Rapid fire cancelabie into light normal moves 


Rapid fire cancelabie into light normal moves 
Forces standing 
Forces standing 
Rapid fire cancelabie into light normal moves 


Forces standing 


Grushes crouching attacks frames 1-18, Launches opponent while switching characters 


Invulnerability frames 1-10, Resembles LP Criminal Upper 
Forces standing 

Forces standing, Values in) indicate frames on block 
Whiffs on erouching opponent 

Rapid fire cancelabie into light normal moves 


Rapid fire cancelable into light normal moves 


Invulnerability frames 1-5 


“Soft knockdown on airborne opponent, Chargeable: 51F for EX Version and 100F for Super Art 


Chargeable: 51F for EX Version and 100F for Super Art 
Chargeable: 51F for EX Version and 100F for Super Art 


Projectile invulnerabilty frames 1-19, Soft knockdown on airborne opponent, Chargeable: 51F for Super Art, Projectile invulnerable during charge 
18F start up for 2nd, 19F for rd level. Upper body invulnerabilty frames Lvl1 1-12f, Lvi2 1-13, LW3 1-14f 


Invulnerability frames 1-17 
Can be delayed to increase damage (up to 95), Cannot be reffected 
Can be delayed to increase damage (up to 95), Cannot be reffected 
Can be delayed to increase damage (up to 95), Cannot be reffected 
Gannot be reflected 


60 frames cinematic freeze before atlack begins, Invulnerablity frames 1-14 
68 frames cinematic freeze before attack begins, Invulnerablity frames 1-10 
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Elena 


Strengths 

#st.LK is one of the two longest-reaching 3f normals in the game 
#cr.MP boost combo cannot be punished by many characters 
#f4MP overhead is safe and can be comboed from 

#Long ranged overhead threat with hcb--P 

4High corner carry 


Weaknesses 

-Cannot do much solo damage against a crouching opponent without spending meter 

-Best anti-air (dp-LK) only does 100 damage and cannot be comboed from with a tag cancel 
-Lacks up-close pressure, with her only plus normals being crouching 

-Longest ranged low (df--HK) is very unsafe unless well-spaced 

-Low health total at 900 


Ideal Team Position: Point 


When interviewed about the Top 5 characters in Street Fighter x Tekken v2013 after his EVO 
2015 victory, Esuta put Elena in his Top 5. While doing so baffled many people, Elena has 
plenty of tools that can back up Esuta's endorsement. Because all of her buttons are kicks and 
she's a character with a long hitbox, Elena can use her long legs to shut out and in some cases 
shut DOWN opponents. Her st.LK is a 3 frame startup and reaches very far for a move that 
fast, allowing her to confirm into links and strings. Furthermore, she can cancel into her Lynx 
Tail, which is completely safe on block and puts her opponents in a situation where they are 
forced to block. Since Lynx Tail is a low, she can mix up the opponent with a plethora of 
overheads, some of which can be comboed from. Furthermore, she is excellent at carrying 
opponents across the stage, using her Rhino Horn and Spin Scythe to push the opponents far 
away. Furthermore, she is very against airborne opponents who try to escape her ground 
attack, as her Scratch Wheel (dp-k) starts up guickly and has an excellent hitbox as an anti-air. 
Being adept with Elena involves making use of her long reach and high-low game and keeping 
an opponent locked down until they begin to get impatient, or complacent with their blocking. 
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Sample Combos 


hitconfirm 


cr.LK, cr.LK, cr.MP xx dp4#HK (206) 

(Obar, low, medium) 

cr.LK, cr.LK, cr.MP xx hcf#-MK (304/312/331) 
Enders: ender /Nhcf-MK 

(Obar, low, standing, medium) 


punish 

st.HP» HK, cr.MP, cr.MP xx hcf-#-MK (400/406/421) 
Enders: ender /Ahcf#-MK 

(Obar, standing, hard) 


overhead 


f--MP, st.LKvcr.MP xx rdp-#KK, j.MP»HP, st.HK, dpt-HK (358) 
(1bar, hard) 

hcb--LP, cr.MP xx hcf-MK (372/382/411) 

Enders: ender /Nhcf-MK 

(Obar, medium) 


antiair 
st.MP(2) xx CADC, cr.MP xx dp4#HK (223) 
(Obar, counterhit, medium) 


juggle 
st.MK»d-HP, cr.MP xx dp-#HK(2) 


BnB post-launch 

(Obar, easy) 

cr.MP xx hcf-#-HK, dp#-HK(2) 

(Obar, easy) 

ender 

hcf#- MK, cr.MP xx hcf#-MK, df-HK 
Starters: /hcf-MK$ 

(Obar, easy) 

hcf#-MK, st.MK »d--HP, st.HK, dp-HK 
(Obar, corner, hard) 
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Move Command Hit” Damage ' Startup Active Recovery HitAdv — BlockAdv |” Cancel JP JC | JS Notes 
FarlClose LP H 30 5 4 14 4 5 SMEXSACA 4 1 1- 
FariClose MP H 30x2 5 23 19 4 5  SMEXSACA 22 11 JA - 
FarlClose HP “LC H 90 13 5 28 3 43 - 3 1 1 Whiffs on crouching opponent 
FariClose LK H 30 3 4 KI 42 2 SMEXSACA 4 1 1 
FariClose MK H 60 7 4 17 () 4 - 2 1 TE 
FariClose HK H 90 1 3 18 “4 4 - 3 1 1 
Crouch LP H 30 4 3 1 1 4 SMEXSACA 4 1 1 
Crouch MP H 60 6 5 9 4 43 SMEXSA.CA 2 1 1 
Crouch HP H 90 8 2 22 2 4 - 3 1 1 Forces standing 
Crouch LK z 30 4 4 7 16 42 SMEXSACA 1 1 1 
Crouch MK L 60 6 3 15 Ea 4 - 2 1 KIE 
Crouch HK L 90 8 4 30 hard knockdown | -14 - 3 1 - 
JumpLP M 40 4 10 until ground#4 112 13 - 4 1 Kan Bi 
Jump MP M 70 6 7 until ground#4 #16 145 - 2 1 1 
Jump HP M 100 6 6 until ground#4 120 18 z 3 1 TE 
Jump LK M 40 5 8 until ground#4 13 14 - 4 1 1 
Jump MK M 70 7 6 until ground#4 16 15 : 2 1 E 
Jump HK MM 5050 8 24)5 until ground#4 120 18 - 33 MAA Asthit: Knock down on airbome opponent 
Launcher “LC HP:HK H 100 13 2 54 switch -34 : 3 - - Crushes crouching attacks frames 1-15, Airborne frames 16-44, Launches opponent while switching characters 
Cross Cancel ##HP4HK (while blocking) H 100 7 4 1811 hard knockdown - - - - -  Invulnerablility frames 1-10, Resembles LK Scratch Wheel 
Leg Lift Throw LPtLK throw 130 5 2 20 hard knockdown z : : 5 TI 
Leg Hook beLP4LK Ihrow 130 5 2 20 hard knockdown - - - 
Handstand Kick TMP M 60 20 3 17 13 0 : Knockdown on airborne opponent 
Handstand Whip —— #MK M 60 12 3 21 4 z - Knockdown on airborne opponent 
Round Arch b#HK H 80 13 5 14 14 4 : Knockdown on airborne opponent, Airborne frames 
Slide dftHK ja 100 10 14 24 hard knockdown —”-18 - From neck upwards projectile invulnerability frames 1-30 
Target Combo 1 (air) LP » MK M 70 3 6 until ground#4 116 15 : - 
Target Combo2 — (air) MP » HP M 100 3 3 until ground#4 120 18 - - 
Target Combo3 HP» HK H 60 9 3 13 16 12 LA - 
Target Combo4 MK» d#HP H 90 7 2 22 float 4 LA Whiffs on crouching opponent 
Mallet Smash LP” 'hcb#LP MM 40x2 28 22 17 #7 13 - Forces standing 
Mallet Smash MP” hcb#MP MM 50x2 32 22 16 #10 14 - Forces standing 
Mallet Smash HP 'hcbtHP MM 50x2 25 22 15 hard knockdown | 45 : - 
Mallet Smash EX” hcb#PP MM 60x2 22 22 10 ground bounce |” #10 - Projectile invulnerability frames 1-21 
Scratch WheelLK — fd,dfeLK H 100 6 5 20111 knockdown “4 : Upper body invulnerability frames 1-6 
Scratch Wheel MK” £d,dfeMK Ho 8040 5 14 26411 knockdown “9 - - 
Scratch Wheel HK f,d,dfeHK H100202 | 4 122 32111 knockdown 28 : - 
Scratch Wheel EX f.ddfeKK H 10020x4 4 AAAAA 32111 knockdown 22 - Invulnerability frames 1-5, Projectile invulnerability frame 6 
Lynx Tail LK bid,dbtLK L 60 10 3 23 hard knockdown 2 : - 
Lynx Tail MK bjd,db#MK L 50x2 10 373 21 hard knockdown 4 - 33 13 | - - 
Lynx Tail HK bd,db#HK E 30x4 10 3(7)3(24)214)3 21 hard knockdown 4 : 3333 MAS 0 
4(5/4(24)4(4)4(25) 
Lynx Tail EX bjd,db#KK L 20x5 10 4 17 oat 4 - 333,34 14414 0 Projectile invulnerability frames 1-9 
Spinning Scythe LK 'gcb#LK H 25x2 15 2122)2 24 A 5 : 33 san 
Follow-Up "LC acb#K during LK Spinning Scythe”— H 20x2 12 29)3 37 oat “18 - 34 14 |o - 
Spinning Scythe MK 'gcb#MK H 25x2 16 2122)2 26 3 4 : 33 BE ROSE 
Follow-Up "LC gebtK during MK Spinning Scythe ”— H 25x2 12 29)3 37 float 18 - 34 19 |o - 
Spinning Scythe HK 'gcb#HK H 25x2 17 2122)2 28 5 3 : 33 33 To 
Follow-Up "LC acb#K during HK Spinning Scythe”—”H 30x2 12 29)3 37 oat 18 - 34 14 |o 
Spinning Scythe EX 'gcb#KK H 30x4 16 | 2120)2(15728)2 23 float 3 - 3334 AAAS | 0 Projectile invulnerability frames 1-15 
Rhino Horn LK hofeLK Ho 40x2 15 6(8)5 618 hard knockdown |” 43 - 34 IA 0 Chargeable: 51F for EX Version and 100F for Super Art, Whiffs on crouching opponent 
Rhino Horn MK hcfeMK H 50x2 19 6(8)5 619 hard knockdown | 42 : 34 AA | 0 Chargeable: 51F for EX Version and 100F for Super Art, Whiffs on crouching opponent 
Rhino Hor HK hofeHK H 50x2 24 6(8)5 7210 hard knockdown 0 - 34 AA 0 Chargeable: 51F for EX Version and 100F for Super Art, Whiffs on crouching opponent 
Rhino Hor EX. hofeKK H 160x3,20x21 14 6(8)5 518 hard knockdown | 44 - 34 AA! 0 Chargeable: 51F for Super Art, Projectile invulnerability frames 1-29 
Brave Dance "LC hofeKKK H 320 5 2 34 hard knockdown | -14 - 3 1 - 63 frames cinematic freeze before attack begin, Invulnerability frames 1-5 
Cross Art "LC gcftMP4MK H 150 9 2 28 switch 4 : 3 - - 69 frames cinematic freeze before attack begin, Invulnerability frames 1-10 
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Dudley 

Strengths 

#Several tag-in options, particularly his Machine Gun Blow which can lead to full combos on hit 
and safe entry on block 

#Able to advance while attacking in several ways, including command normals like f-mk, f-HP, 
Machine Gun Blow, and Ducking variations 

4#Ducking has complete projectile invincibility from head to toe, rather than just on his upper 
body 

#Possesses a true DP 

#Able to combo off of his overhead (f--hk) into full combos 

4#cr.Ik is linkable into full combos to create a legitimate high-low game on knockdown 

#Several target combos that can be cancelled into safe pressure or confirmed into combo 
enders 


Weaknesses 

-Air attacks do not have much priority and will not cross up 

-Struggles at neutral thanks to his best normals not reaching very far or having good hitboxes. 
-Reliance on standing attacks can make him vulnerable to low profiling and moves with high 
crush properties 

-Vulnerable to Alpha Counters thanks to his block pressure mostly consisting of moves with long 
hit animations or predictable string enders to make safe. 


Ideal Team Position: Anchor 


Whereas Balrog relies on brute force to punch through an opponent's defense, Dudley's style of 
boxing relies on deftly reading an opponent's attack and approaching when an opening presents 
itself. Dudley possesses a variety of movement options that allow him to attack while 
advancing, including a Machine Gun Blow that is safe on block and can be easily tag cancelled. 
Furthermore, he has a true DP with his Jet Uppercut that allows him to call out gaps in enemy 
pressure and stop aerial assaults. His Ducking technigue is completely projectile invulnerable in 
ways that similar ducking moves like Mishima wavedashing are not, in that he is fully immune to 
fireballs from headto toe. When he is up close, he can link off of his f-hk overhead into full 
combos, or use his guick s.hk or s.mp to check an opponent's punish of his more frame- 
advantageous moves if he feels they're not going to attempt a reversal. As a traditional boxer, 
Dudley struggles with pressuring an opponent below the waist, as all of his low attacks are 
either short-range, slow, unsafe, don't lead to combos, or both. Because his hitboxes are not 
particularly large or high-priority in the opening parts of a match, he benefits the most as an 
anchor. This allows him to more easily enter the necessary range for his high-low game with 
the meter needed to guickly close the gap in case someone attempts to escape his pressure. 
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Sample Combos 


hitconfirm 


st.LP2»MP, f4-MK, st.HK xx hcf-#-PP, j.HK, cr.HK, dp#MP (364) 
(1bar, medium) 

f#LP»MP xx dp-#LP, f#-LP»MP xx hcf#LK, cr.MP xx dp--HP (298) 
(Obar, medium) 

cr.LK, cr.LK, cr.MP xx hcf4-PP, j.HK, cr.HK, dp#-MP (312) 

(1bar, low, medium) 

cr.LK2MK, st.HK xx hcf-#-PP, j.HK, cr.HK, dp#-MP (354) 

(1bar, low, medium) 


overhead 


f#-HK, st.HK xx dp4#LP, f#-LPSMP xx hcf#LK, cr.MP xx dp--HP(333) 
(Obar, medium) 

f#HK2S MK, st.HK xx dp-#LP, f#LP»MP xx hcf-#-LK, cr.MP xx dp#HP(343) 
(Obar, medium) 


punish 


f#-MK, st.HK xx hcf-#-PP, f# MK, f#-MK, f#MK, dp-#MP (391) 
(1bar, easy) 


juggle 

F4- MK, f4 MK, f4-MK, dp#-MP 

(Obar, easy) 

f4-MK, st.HK xx hcf-#-LK, cr.MP xx dp-#-HP 
(Obar, hard) 
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Move 
FafClose LP 
FarlClose MP 
FarlClose HP 
FarlClose LK 
FafClose MK 
FafClose HK 
Crouch LP 

Crouch MP 
Crouch HP 
Crouch LK "LC 
Crouch MK 
Crouch HK 

Jump Up LP 

Jump Up MP 
Jump Up HP 
Jump Up LK 

Jump Up MK 
Jump Up HK 
Jump Diagonal LP 
Jump Diagonal MP 
Jump Diagonal HP 
Jump Diagonal LK 
“Jump Diagonal MK 
Jump Diagonal HK 
Launcher "LC 
Cross Cancel 
Kidney Crusher 
Dynamite Throw 
Slipping Jab 
Stomach Blow 
Step Straight "LC 
Kidney Blow 

Dart Shot 

Target Combo 1 
Target Combo 2 
Target Combo 3 


Target Combo 4 
Target Combo 5 
Target Combo 6 


Target Combo 7 


Target Combo 8 

Jet Upper LP 

Jet Upper MP 

Jet Upper HP 

Jet Upper EX 

Machine Gun Blow LP 

Machine Gun Blow MP 

Machine Gun Blow HP 

Machine Gun Blow EX 

Cross Counter 

Cross Counter 

Cross Counter 

(Cross Counter EX 

Thunder Bolt 

Thunder Bolt EX. 

Ducking LK 

Ducking MK 

Ducking HK 

Duck Straight 

Duck Upper 
Short Swing Blow LK 
Shhort Swing Blow MK 
“Short Swing Blow HK 
Short Swing Blow EX 

Roling Thunder 
Cross Art 


HP4HK 


HP4HK (while blocking) 


LPALK 
beLPaLi 
LP 
MP 
HP 
EM 
REK 


Command 


K 


LP» MP 


delik» 


MK 


HK 2 MK 
LP» MP 

LP» MP2 MK 
MP or fEMIK » MK 


MP or feMK 2 MK» HP 


GrLK 


GrLK 2 deMP 2 drHP 


GMP 


MK2 HK 
MK2 HK» HP 
LK? MK 

LK 2 MK 2 MP 

LK 2 MK» MP3 HP 
#d.dfeLP 

#ddeMP 


tadi 
#d,dfePi 
efeLP 

hhefeMP 
ihofeHP 
hhcfePP 

hebtLP 


Pp 
p 


hebtMP 


ihebtHP 
hebtPP 
(charge 


(charge 54F) du tKK 


ihofeLK 
hefeMK 
hoteHK 


SAP) d.utK 


P during Ducking 
KK during Ducking 


hebsLK 
hebeMK 
hebiHiK 
hebrEX 
hhebtKKK 
geftMP4MK 


counter 
counter 
counter 
counter 


Damage 
30 
60 
90 
30 
60 
75 
30 
60 
90 
30 
60 
90 
40 
70 
100 
40 
70 
100 
40 
70 
100 
40 
70 
80 
100 
60,60 
140 
140 
40 
70 
100 
70 
80 
80 
60 
60 
60 
60 
60 
90 
60 
90 
90 
90 
90 
60 
90 
7050) 
1201100) 
70,50 
100,80 
20,10,50 
20,10x2,50 
20,10x4,50 
10x6,30 


100 
50,50 
120 
140 
160 
503 
20x5,200 
150(140)4 


Startup 


On BN Kuk Ono 


sooongoonowa 


an Oooooooowooowooopo 


10 
17 
19 
19 


4 


4 
39 


13 
7 
14 
218 
218 
21612110) 
2526214 
29202520204 
2926252620474 
68 
ag 
29 
29 
3.219 
2222182 


261122 
Srtopartop8re211008(13)3 
2222 


Recovery 
8 
12 
20 
14 
18 
7 
9 
18 
19 
9 
20 
20 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
54 
21112 
20 
20 
18 
14 
20 
18 
16 
1 
18 
18 
“ 
18 
18 
7 
18 
16 
16 
16 
18 
12 
16 
1729 
178 
19212 
21112 
22 


HitAdv 

#7 

# 

2 

“ 

12 

16 

16 

16 

12 

14 

hard Knockdown 
foat 

"12 

116 

120 

12 

116 

420 

12 

116 

120 

"12 

“16 

120 

switch 
hard knockdown 
hard knockdown 
hard knockdown 

“ 

“ 

2 

16 

15 

15 

15 

1 

18 

15 

15 

15 

14 

16 

16 

16 

145 

# 

16 
knockdown 
knockdown 
knockdown 
knockdown 

“ 

“ 

o 
foat 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
ground bounce 


foat 
hard knockdown 
switch 


Block Adv 
13 
13 


-39 


Cancel 
SMEXSA,CA 
SMEXSA.CA 


SMEXSA.CA 


SMEXSA.CA 
SMEXSA,CA 
SMEXSA.CA 


SMEXSA.CA 


SMEXSA.CA 


SMEXSA.CA 
SMEX.SA.CA,BC 


SMEXSA.CA 
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Notes 


Rapid fire cancelable into light normal moves 
Forces standing 
Rapid fire cancelable into light normal moves 


Forces standing 


Ground bounce on airborne opponent 


Ground bounce on airborne opponent 

Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerability frames 1-6, Resembles EX Jet Upper 

Rapid fire cancelabie into Itself, Knockdown on airbome opponent. 

Knockdown on airborne opponent: 

Knockdown on airborne opponent: 

Knockdown on airborne opponent: 

Knockdown on airborne opponent: 


Gan be started from Boost Combo 


Gan be started from Boost Combo 
Strike invulnerabilty frames 1-6 
Invulnerabilty frames 1-6 
Forces standing 
Forces standing 
Forces standing 
Forces standing 
X-Damage depending on attack that is countered, Only counters attacks that hit from the waist upward 
X-Damage depending on attack that is countered, Only counters attacks that hit from the waist upward 
XsDamage depending on attack that is countered, Only counters attacks that hit from the waist upward 
X-Damage depending on attack that is countered, Only counters attacks that hit from the waist upward, Projectile invulnerabilty frames 1-32 
Bulton strength determines distance 
Invulnerability frames 1-10, Strike invulnerabilty frames 11-43 
Follow-up comes out at the 15th frame, Projectle invulnerability frames 
Follow-up comes out at the 16th frame, Projectile invulnerabilty frames 
Follow-up comes out at the 19th frame, Projectle invulnerability frames 
Forces standing 
Forces standing 
“Chargeable: S1F for EX Version and 100F for Super Art, Throw invulnerabilty frames 1-16, Upper body projeciil invincible during charge, Forces standing 
“Chargeable: 51F for EX Version and 100F for Super Art, Throw invulnerabilty frames 1-18, Upper body projectile invincible during charge, Forces standing 
“Chargeable: 51F for EX Version and 100F for Super Art, Throw invulnerability frames 1-21, Upper body projectile invincible during charge, Forces standing 
Chargeable: 51F for Super Art, Throw invulnerabilty frames 1-23, Upper body projectie invincible during charge, Forces standing 
72 frames cinemalic freeze before attack begins, Invulnerability frames 1-10 
'1 frames cinematic freeze before attack begins, Invulnerability frames 1-10. 
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Kazuya 


Strengths 

4#High damage output 

4Good mobility allows him to guickly close gaps so that he can continue to be in his comfort 
zone 

tWavedash is immune to all but two fireballs (Sagat's Low Tiger Shot and Juri's L Fuhajin) 
4His best combo juggle starter, the Electric Wind Godfist, is immune to all attacks but crouching 
lows. This includes high and mid-hitting strikes, as well as throws. 

#Possesses several ways he can safely tag into a partner 

#Target Combos can lead to consistent damage thanks to flexibility of Target combos that allow 
him to cancel into specials or Cross Rushes 

4Buttons allow him to play footsies and confirm into combo starters 


Weaknesses 

-High execution character as Electric Wind Godfist is a just-frame attack 

-Reversals are unsafe on block safe for a perfectly timed EWGF, which can be stopped with 
guick low attacks. 


Ideal Team Position: Either 


There's two ways to play the Cold-Blooded Prince: the easy way, and the dominant way. The 
easy way involves utilizing the numerous tools at his disposal to confirm into a combo ender or 
asafe tag into his partner. The dominant way involves mastering the Electric Wind Godfist, a 2- 
frame input variation of his regular Wind Godfist (wavedash 4 MP/HP), to blow through 
opponent's attacks and confirm into meterless 4004 damage on the regular. The Electric Wind 
Godfist is not only completely safe on block and invulnerable to anything other than crouching 
attacks, but it launches the opponent into ajuggle state and actually has extra juggle points that 
the regular Wind Godfist does not. Furthermore, it does more damage than a regular Wind 
Godfist. Ifa player can master this difficult technigue, he can put an opponent constantly on the 
defensive in fear that if they do try to start an offense in neutral, they could potentially pay for it 
dearly. And again, Kazuya has plenty of other options to frustrate opponents like his Rising Sun 
technigues, the forced 50/50 of his Hellsweep options, numerous overheads that lead to full 
combos on counterhit, excellent buttons that can freguently be confirmed into safe pressure, 
and a respectable arsenal of air normals. Whether it be as a setup man or a damage dealer, 
Kazuya is a capable character on any team. 
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Sample Combos 


safe 


EWGF, EWGF, st.MP xx EWGF, st.HP xx EWGF, EWGF (462) 
(Obar, hard) 


overhead 


f#MK, EWGF, st.MP xx EWGF, st.HP xx EWGF, EWGF (449) 
(Obar, counterhit, hard) 


juggle 

EWGF, st.MP xx EWGF, st.HP xx EWGF, EWGF 
(Obar, hard) 

cr.HP xx EWGF, st.HP xx CD2»K 

EX charge setup 

(Obar, hard) 

st.MP, st.HP xx CD» K 

EX charge setup 

(Obar) 
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Move 
FariCiose LP 
FariClose MP 
FariClose HP 
FariClose LK 
FariClose MK 
FariClose HK 
Grouch LP 
Crouch MP 
Grouch HP 
Grouch LK 
Grouch MK 
Crouch HK 
Jump LP 

Jump MP 

Jump HP 

Jump LK 

Jump MK 

Jump HK 
Launcher "LC 
Cross Cancel 
Double Face Kick 
Skull Smash 
Left Splits Kick 
Right Splits Kick. 
Oni Front Kick 


Flash Punch Combo 

Left Right Combo 

Demon Slayer 

Twin Fang Stature Smash 
Twin Fang Double Kick 


'Agony Spear 


Demon's Wrath 
Reign of Terror 
Rampaging Demon 
Rising Sun LK 


Rising Sun MK 
Rising Sun HK 

Rising Sun EX "LC 

Roundhouse to Triple Spin Kick "LC 
Sweep "LC 

Slaughter Hook 

Siaughter Hook EX 

Slaughter High Kick 

Slaughter High Kick EX 

Devastator 

Devastator EX 

Demon God Fist LP "LC 

Demon God Fist MP "LC 

Demon God Fist HP "LC 

Demon God Fist EX "LC 

Mist Step 

Rising Uppercut 


Electric Wind God Fist 
Rising Uppercut EX 


Dragon Uppercut “LC 
Dragon Uppercut to Middle Kick “LC 
Dragon Uppercut to Spin Low Kick "LC 
Spinning Demon "LC 

Spinning Demon EX "LC 

Spinning Demon Followup “LC 
Spinning Demon Hook “LC 

Devil Beam "LC 

Cross Art "LC 


Command 


HP:AK 
TeHP4HK (while biocking) 
UP4LK 

beLP:LK 

TELK 

TEMK 

btHK 

LP » LP 

LP» LP2 MP 

LP » MP 

LP» MP3 MP 

LP » MP » MK 

LP» MP2 MK? LK 
LK» LP 

LK» LP» MK 

beLK 

beLK» LP 

beLK» LP» MK 
b#LK» LP» MK» LP 
beLK» LP» MK? LK 
btMP 

b#MP 2 MK 

btMP2 MK» LP 
aobtLK 


aebtMK 
gebtHK 

Oob#KK 

K during HK or EX Rising Sun 
@#K during EX Rising Sun 
gcbtLP 

Ocb#LP#MP 

gcbtMP 

acb#MPFHP 

gobtHP 

gob#LP#HP 

OefeLP 

OcftMP 

OetHP 

acitPP 

tnd,df 

MP or HP during Misi Step 


MP or HP on 1st frame of Mist Step 
PP during Mist Step 


LP during Mist Step 
K during Dragon Uppercut 
@#K during Dragon Uppercut 
K during Mist Step 

KK during Mist Step 

K during Spinning Demon 

P during Spinning Demon 
OefPPP 

OeftMP4MK 


F3 


TIggcassrrrrrrtrTrtrr 


throw 
throw 


Ixrzrrerrrrerrrrreca 


HL 
HL 
M 


zr 
z 


HM 


Txxitirtr 


z1 


TIarrrrsr 


Damage 


100 


100 
&0 


60,20 
60,20,20 
60,20.20 
50 
50 
30,60 
80,30 
60,70 
30,70 
60,100 
30,100 
120 
120 
120 
80,120 


100 
20 
70 
70 
70 
70 
10 
20.90,60.100 
1504 


Startup 


5 
10 


dnosanrooaonag 


co3320001akaaa 


12 
KE) 
KR) 
13 
10 
3 

13 
19 
7 


18 
2 
2 
15 
16 
10 
10 
10 
10 
10 
10 
16 
19 
2 
19 


» 
vaaog 
5 


21a2 
21492122 
2(1a)2122 
3 
2 
(123 
2123 
a(10)a 
“(184 
“94 
aga 
2 
2 
2 
2a5)12 


2 


4 
Zina 
3 


Recovery 

3 

“ 

7 

9 

2 

19 

3 

9 

2 

8 

13 

23 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until groundt4 

54 

19 

20 

20 

18 

20 

28 

KI 

28 

15 

7 

19 

23 

KRI 

Pil 

18 

7 

18 

20 

30 

25 

19 

28 

2 


35 
25,29 on witf 
21,29 on witf 
28,29 on witf 
28,29 on witf 
20,29 on witf 
20,29 on wiff 

31 

31 

31 

31 

z 

Fi 


19 
19 


34 
“ 
28 


Hit Adv 
16 
46 
4 
46 
2 
12 
16 
29 
El 
46 
PJ 
hard knockdown 
12 
“16 
120 
“12 
#16 
20 
Switeh 
hard knockdown 
hard knockdown 
hard knockdown 
o 
“ 
hard knockdown 
:3 
hard knockdown 
-2 
“7 
5 
hard knockdown 
Es 
2 
:2 
2 
3 
hard knockdown 
hard knockdown 
A1 
6 
hard knockdown 
12 


knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
ground bounce 
ground bounce 
3 
Ea 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 


Toat 


Moat 
Moat 


knockdown 
knockdown 
knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
switeh 


Block Adv 
12 
“2 
“ 
“2 
Ej 
3 
12 
45 
Era 
12 
“ 
Ej 
14 
15 
18 
“4 
15 
-8 
34 
“ 


Cancel 
SM,EX.SA.CA 
SM,EX.SA.CA 
SM.EX.SA.CA 


Isthit SMEX,SA.CA 


SMEX.SA.CA 
SM.EX.SA.CA 
SM.EX.SA.CA 
SM.EX.SA.CA 
SMEX.SA.CA 


Bc 
SMEX.SA.CA 


2 ana 


RERE 


5 


Notes 


Grushes crouching attacks frames 1-14, Launches opponent while switching characlers 
Invulnerabilty frames 1-7, Resembles EX Rising Uppercut 

Forces standing, Ground bounce on crouching counter hit, Hard Knockdown on airborne opponent 
Forces standing, Ground bounce on crouching counter hit and on airborne opponent 

Crumples on crouching counter hit 

Knockdown on airborne opponent 

Knockdown on airborne opponent: 

Knockdown on airborne opponent 

Knockdown on airborne opponent, Doesn't combo 

Knockdown on airborne opponent 


Knockdown on airborne opponent 

Forces standing, Knockdown on airborne opponent. 

Knockdown on airborne opponent 

Knockdown on airborne opponent: 

Knockdown on airborne opponent 

Knockdown on airborne opponent. 

“Stagger (13) on crouching counter hit, Knockdown on airborne opponent 
Knockdown on airborne opponent 

Doesn't combo 

Lower body projectile invulnerabllity and airborne frames 4-23 


Lower body projectile invulnerability and airbome frames 5-24 
Lower body projectile invulnerabllty and airborne frames 8-28 

Invulnerabilty frames 1-7, Projectile invulnerabilily frames 8-28 

Second hit only activates on connect 

Throw invulnerability frames 1-9, second hit only sclivates on connect 

Second hit only activates on connect 

Strike and throw invulnerability frames 1-9, second hit only aclivates on connect 

Second hit only activates on connect 

Strike and tnrow invulnerability frames 1-9, second hit only sclivates on connect 

Chargeable: 51F for EX Version and 100F for Super Art, Upper body 1 point of armor during frames 8-9, Hits count as projectiles, Crumple on counter hit 
Chargeable: 51F for EX Version and 100F for Super Art, Upper body 1 point of armor during frames 11-12, Hits count as projectiles, Crumple on counter hit 
Chargeable: 51F for EX Version and 100F for Super Art, Upper body 1 point of armor during frames 11-12, Hits count as projectiles, Crumple on counter hit 
Chargeable: 51F for Super Art, 2 points of armor during frames 2-20, Hits count as projectles 

Upper body projectile invulnerabllity frames 1-32, Crushes irborne altacks rames 1-32 

Upper body Invulnerablity frames 1-10, Lower body crushes standing and airborne attacks frames 1-10 

Upper body and throw invulnerabilty frames 1-8, Lower body crushes standing and airborne atlacks frames 1-8, "" Gives you a special Mist Step that is 
Upper body and throw invulnerable, and crushes standing and airborne attacks for 5 rames before Electric Wind God Fist 

Upper body Invulnerabilty frames 1-8, Lower body crushes standing and airborne atlacks frames 1-8 

Upper body Invulnerabilty frames 1-4, Lower body crushes standing atlacks frames 1-4, Crushes airbome altacks frames 1-15, "“ Frame perfect input gives 
you a special Mist Step that is Upper body and throw invulnerable, and crushes standing and airborne attacks for 6 frames before Dragon Uppercut 


Invulnerability frames 1-11 


64 frames cinemalic freeze before altack begin, Invulnerability rames 1-7, Hits count as projecille 
66 frames cinemalic freeze before attack begins, Invulnerabilty frames 1-11 
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Nina 


Strengths 

4High damage output 

#Her LK Geyser Cannon (gcb-LK) possesses Air Crush properties, making her completely immune to airborne 
attacks while executing this move. Furthermore, using this as an anti-air can lead to full combos 

#LP4MK Overhead is safe on block, bounds on counter-hit, and leads to a hard knockdown when used as a combo 
ender. Furthermore, the opponent's recovery after the hard knockdown gives Nina enough time to raw tag in her 
partner with no penalty or loss of position 

#Able to set up a counter hit charge for okizeme, safe tag, or relaunch back to her partner without sacrificing any 
damage 

#Strong pressure game thanks to the ability to combo from several different attacks, a safe blockstring from Skull 
Splitter (rdptP, this is a low attack!) and break the opponent's guard with Backhand Slap (hcktk, PP) or continue 
pressure with an empty Backhand Slap dash that continue to leave her in position to continue attacks. Only the EX 
version will grab crouching opponents. 

#Strings can be useful for confirming and even putting opponents in mix-up situations that can lead to full combos 
#j.HP has a very low angle and fairly guick startup, making it difficult to anti-air at mid-range as it can hit opponents 
earlier than similar heavy attacks. 

#Capable of converting unusual tag cancels into big combos due to the “screen lock” glitch 


Weaknesses 
- Low health total at 900 


Ideal Team Position: Anchor 


The Tekken franchise's longest-tenured female character was once considered so outrageously dominant that 
“#PlayNina” was put on a shirt and given away as a side prize to whoever won EVO 2014. On defense, she has air 
crush moves that lead to full combos, an excellent one-bar reversal that also leads to a combo, and modest-ranged 
cancellable normals that allow her to play footsies where necessary. On offense, she has an unblockable attack 
throw that can break an opponent's guard, a decent high-low game where she can remain at advantage, juggles that 
will always land in a free tag-in, ki charge, or anything else she wants to do thanks to the hard knockdown it gives. 
The very low angle of her j.HP is difficult to anti-air on reaction and gives her yet another offensive option to get in 
Close and put her opponent in a storm of frame advantage, high-low mixups, and guard break opportunities. As 
v2013 progressed, a hole in her game was discovered: her dominance is watered down if her opponent is willing to 
let her come to them ratherthan try to press the attack first. If the opponent is able to keep her out through effective 
anti-airing, a careful ground game, and punishing her reversal (EX Geyser cannon, gcb--KK), Nina becomes a little bit 
less scary. If you're playing as Nina, have heras an anchor character that can overwhelm the opponent with her 
devastating offense and shut down the opponent's counterattack with her defensive options. 
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Sample Combos 


hitconfirm 


st.MP, st.MP, cr.MP xx gcb-#HK, rdp-#-MP, cr.HP xx gcb-#-HK, LP#-MK (396) 
(Obar, medium) 

cr.LKvst.MKSLK2 MP, rdp4#-MP, cr.HP xx gcb#HK, LP4-MK (297) 

(Obar, low, medium) 

df#LKSLKS MK xx gcb-#HK, rdp4-MP, cr.HP xx gcb#-HK, LP4-MK (384) 
(Obar, medium) 


buffer 


cr.MK xx gcb-#HK, rdp4-MP, cr.HP xx gcb#-HK, LP4-MK (390) 
(Obar, low, medium) 


punish 
cr.HP xx gcb-#HK, rdp-#-MP, cr.HP xx gcb#-HK, LP#-MK (410) 
(Obar, medium) 


low 


cr.MK, cr.LK xx gcb-#LK, rdp--HP, cr.HP xx gcb#-HK, LP#-MK (347) 
(Obar, counterhit, medium) 


overhead 


LP4#-MK, hcftK»PP»PP»PP (322) 
(Obar, counterhit, easy) 


juggle 

st.MP, cr.HP xx gcb-#-HK, LP-MK/HP-#-HK 
(Obar, medium) 

st.MP, cr.HP xx rdp-P, gcf-HP 

(Obar, medium) 

cr.HP xx rdp-#-HP, cr.HP xx rdp-#HP, LP#-MK 
(Obar, hard) 
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Move 
FariClose LP 
FariClose MP 
FariClose HP 
FariClose LK 
FariClose MK 
FariClose HK 

Crouch LP 

Crouch MP 

Crouch HP 

Grouch LK 

Crouch MK 

Crouch HK 

Jump LP 

Jump MP 

Jump HP 

Jump LK 

Jump MK 

Jump HK 

Launcher “LC 

Cross Cancel 

“Arm Grab Flip 

(Over the Back Toss 
Ivory Cutter 

Loft Right Combo 

Loft Right Combo to Spider Knee 
Bermuda Triangie “LC 


Bling Snake 

IHigh to Spin Low Kick 
Blonde to Uppercut 
Blonde to High Kick 


Flash Kos 

Greeping Snake to Left Low Uppercut 
reeping Snake to Left Low High Kick 
Skull Spliter LP 

Skul Spliter MP 
Skul Spliter HP 

Skul Spliter EX 
Geyser Cannon LK 
Geyser Cannon MK 
Geyser Cannon FIK 
Geyser Cannon EX 
Blonde Bomb LP 
Blonde Bomb MP 
Blonde Bomb HP 
Blonde Bomb EX 
Roling Dash LK 
Rolling Dash MK 
Roling Dash HK 
Backhand Slap 

Arm Break 

Double Arm Break 
Roling Dash EX 
Backhand Slap EX 
Double Arm Break EX 
Double Explosion 
Cross Art "LC 


Command 


HPAHIK 
(HPARIK (While blooking) 
LPILK 

D#LPALK 

LPEMK 

LP» MP 

LP» MP3LK 

LP» MP3 MK 

LPS MP3LP 

LP» MP» LP» MK 
MKS LK 

MK LK 2 MP 

MK LK 2 MK 

dBLK 

BLK LK 

GBLKS LK» LK 

IBLK LK LK) MK 
GBLK2 MP 

OBLK 2 MP daLK 
GBLK 2 MP» deLK » MP 
OBLK 5 MP3 daLK» MK 
biddbslP 

bd,abiMp 

bd.absHP 

bidiab:PP 

aebeLK 

aebeMK 

acbrtik 

acbiKK 

OeteLP 

aetMP 

OeeHP 

aetPP 

hetal 

hetiMIK 

eter 

PP during Roling Dash 
PP during Backhand Stap 
(PP during Arm Break. 
heteKK 

PP during EX Rolling Dash 
PP during EX Backhand Siap 
aetsPPP 

ae MP3MIK 


xggcc2z2rrrITTTTT Ti 


111111 Cr III TITTIT III, 


uunbiockable 


LHMMH 205 
H 


Damage 


40 
20 
120 


1060 


100 


0,30x3,140 
101 


3 


suspension 
: 


5 


Recovery 


23 
until grounde4 
unt grounde4 
until ground#4 
unt grounde4 
unt grounde4 
unt grounde4 


HitAdv 
“5 
ed 
0 
Ke 
12 
“ 
5 
“4 
“3 
0 
“2 
hard knockdown 
12 
118 
20 
12 
16 
120 
switoh 
hard knockdown 
hard knockdown 
hard knockdown 
2 
“ 
kaookdoun 
Eri 
3 
hard knockdown 


2 
#oat 
“3 
“ 
hard Knockdown 
hard knockdown 
around bounce 
Moat 


hard knockdown 
crumpie 


- 
kaookdoun 
hard knockdown 
hard Knockdown 
hard knockdown 
hard knockdown 
switoh 


Block Adv 


“ 
13 
Ea 
Ei 
2 
& 
" 
2 
3 
3 
2 
8 
1 
15 
18 
18 
15 
18 

24 
& 


Cancel 
SMEXSA.CA 
SMEXSA.CA 


SMEXSACA 
SMEXSA.CA 


SMEXSACA 
SMEXSA.CA 
SMEXSA.CA 
SMEXSA.CA 
SMEXSA.CA 


BELA 
SMEXSACABC 
BEWLA.Rolling Dash 


BOLA 
SMEXSA.CA 


SMEXSACABC 


Bc 


SMEXSACABC 
BC,LARoling Dash 


33333 00004 
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Notos 


Forces standing 


Whifs on erouching opponent 


Forces standing 


(Grushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerabilty frames 1-20, Resembles HIK Geyser Cannon 


On Hit 1 on crouching apponent, Ist hi Float on counter hi 2nd Tit! Ground bounce on counter hit and on airborne Gpponent 
'Stagger (124) on crouching counter hit 


IKnockdowm on airbomne opponent 


IKnockdowm on airbomne opponent 
IKnockdown on alrborne opponent, Gan Be started Gif Boost combo 


IKnockdown on sirbomne opponent 

Forces standing, Knockdown on airbome opponent: 

Knockdown on sirborne opponent 

IKnockdowm on airbome opponent 

“Knockdown on airborne opponent 

IKnockdoum on airbomne opponent 

Doesnit combo, Knockdown on airborne opponent: 

Doesnrt combo 

Knockdown on sirbomne opponent 

Airborne frames 2-13, Hard knockdown on counter it, Ground bounce on crouching counter ht, Knockdown on airbomne opponent, On hit 0 on crouching opponent 
'Airborne irames 2-13, Ground bounce on crouching counter hit, Float on airborne opponent 

Airborne frames 5-15, Ground bounce on crouching counter hit, Float on airbome opponent 

Invulnerabilty frame 4, Airbome frames 2-13, Attacking arm crushes crouching attacks on frame 15 

(Orushes airborne attacks frames 7-13 

Inwulnerabiliy frames 1-14 

Chargeable: 51F for EX Version and 100F for Super Art 

Chargeablo: S1F for EX Version and 100F for Super Art 

Chargeable: S1F for EX Version and 100F for Super Art 

(Chargeable: 51F for Super Art, Invulnerability frames 2-5, Throw and upper body projoctle invulnerabilty frames 6-27 
“Upper bogy project invulnerabilty frames 1-25. 

Upper body project invulnerabilt/ frames 1-25: 

Upper bogy project invulnerabilty frames 1-25 

Upper bogy project invulnerabilty frames 1-11, Input PP between frames 79-89 for follow-up attack 

Input PP between framos 72-109 for folow-up attack, If input is mistimed: opponent Ist Knocked down and Nina receives 20 damage 


Upper body invulnerabilty rames 1-25 

Upper bogy invulnerabilty frames 1-11, Input PP between frames 161-198 for folow-up aitack, Trinputis risimed: opponen isn'Eknocked down and Nina receives 10 damage 
64 frames cinematic ireeze before attack begins, Invulnerabilty frames 1-11, Projecte invulnerabality rames 12-28, Airborne frames 16-89 

1 frames cinematic ireeze before attack begins, Invulnerabilty frames 1-9 
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Asuka 


Strengths 

#Very adept at high/low mixups, able to get full combos off of both her overheads and standing 
lows. 

4Her command low (f-mk) can be made safe on block and has enough block stun to easily 
confirm into either a safe ender or an ender that can lead to full combos 

#f#-MP overhead comes out fairly guick and can lead to full combos 

4Strings can be mixed with target combos to create unigue pressure 

#Possesses an Air Crush command normal (f-LK, LP) that leads to a full combo 


Weaknesses 

-Poor mobility 

-Difficulty dealing with pressure thanks to lack of reliable reversals to get her out of trouble 
consistently other than EX Cancan Kicks, which has a slow startup time. 

-Buttons don't lend themselves well to footsies, necessitating that she always be on the offense 
-Several of her combo starters have long recovery, making her vulnerable to effective spacing 
and well-timed neutral jumps 

-Lower than average health 


Ideal Team Position: Anchor 


While overheads existed within the Street Fighter franchise long before this game came out, no 
game in the series placed such a high commodity on comboable overheads like this one. 
Instead of overheads being used simply to break an opponent's guard, Asuka's overheads are 
used as combo starters that lead to big damage and hard knockdowns. She also has a 
command standing low, f--mk, that is easily confirmable into a target combo that also leads to 
big meterless damage. This high-low game of Asuka, along with a command grab to keep 
opponents continuously wary of her approach, makes her up-close game extremely dangerous. 
Her f-LK, LP target combo has a very large hitbox, air crush properties, and guick startup that 
leads to yet another combo option, giving her a weapon against airborne opponents. Her j.HP 
can hit from either side of her body and has a high highbox, giving her a powerful crossup tool 
that helps her get in and start her mix-ups. To compensate for her strong offense, Asuka 
herself is not particularly mobile, as her jump is slow and easy to react to while her forward 
movement is susceptible to opponents with good ground options. She has particular difficulties 
against zoners as her main way around fireballs, her lunging elbow rekka (hcb--P) does not 
have particularly long window of fireball invincibility and none below her waist. However, if she 
can pair herself with a point character that overcome her mobility deficits, and tag her in once 
they're in appropriate position...Asuka can ensure that she continues to get plenty of students 
for her father's dojo. 
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Sample Combos 


low 

cr.LK, st.LP, cr.MP xx dp-4#K, j.HK, st.MK xx dp-P, cr.HK(337) 
(Obar, hitconfirm, hard) 

f#MK2MP xx dp-#K, j.HK, st.MK xx dp-#P, cr.HK (426) 

(Obar, punish, easy) 

df#HK»df4#-HK xx dp-4#K, j.HK, st.MK xx dp-#-P, cr.HK (376) 
(Obar, easy) 


safe 


b#MPzMK xx CADC, cr.HP xx dp4#K, j.HK, st.MK xx dp-#P, cr.HK(413) 
(Obar, medium) 


overhead 


f-#-MP, cr.MP, cr.HP xx dp-4K, j.HK, st.MK xx dp-P, cr.HK (413) 
(Obar, medium) 


antiair 
f#LKSLP, st.MK xx dp-P, cr.HK (331) 
(Obar, easy) 


juggle 

cr.HP xx hcb-#-K, st.MK xx dp--P, cr.HK 
(Obar, medium) 

st.HK xx hcb--K, st.MK xx dp-P, cr.HK 
(Obar, medium) 
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Move 
FariClose LP 
FariClose MP 
FariClose HP 

Far LK 

FariClose MK 
FariClose HK 

Close LK 

Crouch LP 

Crouch MP 

Crouch HP 

Crouch LK 

Crouch MK 

Crouch HK 

Jump LP 

Jump MP 

Jump HP 

Jump LK 

Jump MK 

Jump HK 

Launcher "LC 
Cross Cancel 

Cloud Taste 

White Mountain 
Demon Slayer 
Tsuwabaki 

Thunder Fall Kick 
Dragon Wheel Kick 
Demon Slayer 

Leg Cutter 

Jab Uppercut 

Jab Low Kick 
Hyakujitsuko 
Lunging Mist Thrust 
Whiplash to Toe Kick 
Whiplash Sacred Blade 
- "LC 

Heron Dance 
Whiplash Sacred Blade 
Leg Cutter 

Leg Cutter 2nd hit 
Leg Cutter 3rd hit “LC 
Kariashi Shiranui 
Exorcisor LP 
Exorcisor MP 
Exorcisor HP 

Mist Palm Thrust 
Raging Storm 
Exorcisor EX 

Mist Palm Thrust EX 
Raging Storm EX 
Double Lift Kicks 
Double Lift Kicks EX 
Attack Reversal LK 
Attack Reversal MK 
Attack Reversal HK 


Attack Reversal EX 
Falling Rain 

Falling Rain EX 
Sweep Throw 
Sweep Throw EX 
Onikubigari 
Onikubigari EX 
Kishin Enbu 

Cross Art "LC 


Command 


HP4HK 
#HP4HK (while blooking) 
LP4LK 

DLPHLK 

TLP 

#MP 

HK 

#LK 

feLK 2 feLP 

#LK » dHK 

MP» LP 

MP LK 

MK 2 deMP 

btMP 

b:MP » MK 

b#MP » d#MK 

TMK 

#MK 2 MP 

PMK 2 d#MK 

dfeHK 

dfeHK » dfeHK 

GfrHK » dRHK » dfeHK 
HK during Leg Cutter 
hobtLP 

hcbtMP 

hcbtHP 

P during Exorcisor on hittblock 
#eP during Mist Palm Thrust 
hcbtPP 

P during EX Exorcisor 

feP during EX Mist Palm Thrust 
fddfek 

fa.dfekK 

hofeLK 

hof#MK 

hof#HK 


hhofeKK 
fddteP 
fddtePP 
hofeP 
hcfePP 
hobiKk 
hebtKK 
heb#KKK 
@efeMP4MK 


z 
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throw 
throw 


21111111111-rrxrtiiierti 


counter 
counter 
counter 


counter 
air throw 
air throw 
standing throw 
throw 
H 


H 
H 
H 


Damage 
30 
60 
90 
30 
60 
90 
30 
30 
60 
80 
30 
60 
7 
40 
70 
s0 
40 
70 

60,60 
100 
120 
150 
150 

80 
60 
60,60 
60 
80 
60 
60 
60 
50 
60 
60 
s0 
40,50 
60 
90 
60 
40 
80 
60 
60 
60 
60 
40 
40,40 
50 
40 

40,40 

3040 

60,60 
170 
170 
170 


200 
140 
180 
200 
200 
80 
130,60 
30x5,60,100 
1504 


Startup 


3 
6 
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13 
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10 
10 
13 
18 
14 
9 


Active 
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2 
2126)2(15) 
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Recovery 

9 

KE) 

2 

12 

19 

2 

12 

7 

9 

Pia 

“ 

16 

28 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 

54 

25 

20 

20 

26 

15 

25 

23 

26 

25 

2 

23 

20 

23 

25 

23 

2 

2 

23 

25 

23 

31 

29 

24 

24 

24 

25 

28 

24 

25 

34 

23 

33 

23 

23 

23 


2 
24 
2 
30 
30 
Pia 
39 
60 
53 


Hit Adv 
16 
16 
4 
43 
A 
0 
13 
16 
#7 
7 
13 
# 
hard knockdown 
412 
116 
420 
112 
#16 
120 
switch 
hard knockdown 
hard Knockdown 
hard Knockdown 
float 
16 
ground bounce.fioat 
foat 
fioat 
2 
12 
A 
A 
2 
43 
hard Knockdown 
4 
3 
hard Knockdown 
2 
0 
hard knockdown 
foat 
3 
3 
3 
4 
hard Knockdown 
3 
4 
wall bounce 
foat 
foat 


ground bounce 
ground bounce 
hard Knockdown 
hard Knockdown 
12 
oat 
hard Knockdown 
switch 


Block Adv 
12 
3 
2 
4 
5 
5 
4 
42 
o 

“2 
4 
z7 

“4 
14 
18 
18 
14 
145 
18 

34 
z 
7 
3 
2 
45 
7 
3 
2 
5 
4 
5 
“ 

0 
RJ 
7 
0 
5 
6 
8 

A5 
5 
6 
5 
7 
4 
6 
4 
4 
5 

A5 


Cancel 
SMEX.SA,CA 


SMEXSA.CA 
SMEX.SA.CA 
SM,EX,SA,CA 
SM,EX.SA,CA 
SM,EX.SA.CA 
SMEX.SA.CA 
SM,EXSA,CA 
SMEX.SA.CA 
SM,EXSA,CA 


SM,EXSA,CA 
SM,EX.SA,CA 
SMEX.SA.CA 


SM,EX,SA.CA 
SMEX.SA.CA 


SMEXSA,CA 
SMEX.SA.CA 


SM,EX.SA,CA 
SM,EX.SA,CA 


NN NN 2wa AO at wwnawNSANAONA ON WNA 


» 


» 


“(for 2 frames),3 


3 
44 
33333 
3 


04 
0,0,0,0,0 


Notes 


Neck and above crushes airborne attacks frames 1-4 


Crumples on counter hit 


Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerability frames 1-13, Resembles Mist Palm Thrust 

Ground bounce on airborne opponent, Forces standing 

Knockdown on airborne opponent, Airborne frames 14-27 

Crushes airbomne attacks frames 1-9, Knockdown on airbome opponent 


Can be continued into Leg Cutter strings 

Forces standing, Knockdown on airborne opponent 
Knockdown on airborne opponent 

Knockdown on airborne opponent 

Forces standing, Knockdown on airborne opponent 
Knockdown on airborne opponent 


Knockdown on airborne opponent 
Knockdown on airborne opponent 


Knockdown on airborne opponent 


Knockdown on airborne opponent 

Forces standing, Knockdown on airborne opponent 

Forces standing, Knockdown on airborne opponent 

Knockdown on airborne opponent, Upper body projectile invuinerability frames 1-22, Forces standing 


Knockdown on airborne opponent, Projectile invulnerability frames 1-13, Forces standing 


Airbore frames 6-26 

Invulnerability frames 1-13, Airborne frames 7-27 

Upper body counters high and overhead sirikes, Lower body counters low strikes, Vulnerabie to airborne attacks 
Upper body counters high and overhead strikes, Lower body counters low strikes, Vulnerable to airborne attacks 
Upper body counters high and overhead strikes, Lower body counters low strikes, Vulnerable to airborne attacks 
Throw invulnerability trames 1-35, Upper body counters high and overhead strikes, Lower body counters low strikes, 
Vulnerable to airborne attacks 


Strike invulnerability frames 1-10 


Projectile invulnerability frames 1-9 

Chargeable: 51F for EX Version and 100F for Super Art 

Chargeable: 51F for Super Art, Airborne frames 28-48 

71 frames cinematic freeze before attack begins, Invulnerability frames 1-13 
81 frames cinematic freeze before attack begins, Invulnerability frames 1-9 
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Lili 

Strengths 

#Able to clear large gaps of distance guickly thanks to fast-recovering dash and walkspeed, as 
well as several special attacks that advance her forward 

4Strong high/low game thanks to two of the fastest comboable overheads in the game in 
gcf-KK and f#HK, as well as the ability to start combos off of low attacks. 

#Very difficult to retreat against her once she gets in 

4Air-to-air game is strong thanks to fast air normals, decent follow-up juggles, and an air throw 
for further priority 

4#Several safe blockstrings that allow her to confirm further pressure 

#Divekicks that can generate frame advantage 

#Ambiguous divekick crossups 


Weaknesses 

-Struggles defensively thanks to lackluster anti-air and footsie options 
-Low Health 

-Typically needs meter to deal significant damage 

-Difficulty dealing with pressure herself as her best reversal reguires meter 
-Difficulty comboing on crouching opponents 


Ideal Team Position: Anchor 


Typically characters with mobility like Lili lend themselves well on the point, but she is a unigue 
case where her effectiveness as a character doesn't come into play until she's at close range. 
Once she's in an opponent's face, she has a plethora of chase-down options to ensure that 
battle continues to remain in tight guarters. She is able to hit opponents overhead from ranges 
where they might be thinking she would press buttons, and can use that threat to pressure the 
opponent with other moves like low attacks, lunging stance attacks, or attempt a jump-in attack 
to continue building pressure before the opponent can react with an anti-air. If the opponent 
does not have a strong anti-air reversal or air crush technigue worth sweating over, Lili can shut 
down any air-to-air attempts with a number of great air normals, or utilize her air throw for a hard 
knockdown. Lili's primary weakness is preventing opponents from pressuring her if she loses 
her momentum: her best reversal reguires meter and her primary grounded anti-air option can 
freguently lose to properly-angled air attacks. That being said, once Lili is in the opponent's 
face and at advantage, she can exploit any opening into big damage and strong options against 
knocked down opponents. 
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Sample Combos 


hitconfirm 


cr.LP, st.LP, f#-LK xx dp#LK, cr.HP xx gcf-#-HP, f#MK» HP (303) 
(Obar, easy) 

f#MK2MP, st.LP, cr.HP xx dp-#LK, cr.HP xx gcf-#-HP, f-MK»HP(348) 
(Obar, medium) 

cr.LK, st.LP, f#LK xx dp#LK, cr.HP xx gcf#-HP, f-MK»HP (303) 
(Obar, low, easy) 

punish 

cr.HP xx dp-#LK, cr.HP xx gcf-#-HP, f#- MK» HP (384) 

(Obar, easy) 

overhead 

f#HK, cr.LK, cr.MP xx dp-#LK, cr.HP xx gcf-#-HP, f-MK»HP (351) 
(Obar, medium) 

f#-HK, st.LP, cr.HP xx dp-4#LK, cr.HP xx gcf-#-HP, f-MK»HP (375) 
(Obar, hard) 

counterhit 

gcf#HP, cr.MP xx gcf#LK»K»K (277) 

(Obar, medium) 

invulnerable 

dp#KK»K-jc j.HK, cr.HP xx gcf#K»K»K (336) 

(1bar, standing, easy) 

antiair 

df#-HK, cr.HP xx gcf-#-HP, f#MK»HP (318) 

(Obar, easy) 
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Notes 


move Command Hi Damage Startup Active Recovery miraav — BiockAdv Cancel F3 gas 
FafCioso Lp Hj 20 “ 2 8 7 13 SMEXSACA 1 1 Tu 2 
FarCioso MP H 8 & 3 1 16 12 SMEXSACA 2 1 1: 
FafCioso HP Fr) 90 8 ri 18 2 2 SMEXSACA 3 1 TP 
FarCloso LK L 30 7 2 10 1 1 SMEXSACA 1 1 1: 
Farilose MC Pr c0 10 4 1 Bi 5 suexsaca 2 1 A1 Angling ig Gushes ifbori Slacks raras 10-14 
Farilose Hi Fi 90 Kr 2 2 o 5 - 3 1 1 
Croucn LP tj 30 4 2 n 38 2 smexsaca 1 1 Gn 
Crouci MP L Ea s 4 " 36 12 SMEXSACA 2 1 si 
Croucn HP " 90 Zi “ 20 2 2 SmEXSACA 3 1 A1 Foross landing 
Croucn LK L 30 4 3 n 35 #1 SMEXSACA 1 1 1: 
Crouci MK 1 co 5 3 16 32 2 SMEXSACA 2 1 aa 8 
Croucn ta u 90 9 3 26 hardkoockdown 9 5 3 1 -t 
Jump LP m 2 5 s Un groundea 11 - 5 1 1 TE 
ump Up MP m Kal & 4 ni grounde4 "16 18 7 2 1 1 
“ump Diagonia MP m Kl & & ni grounde4 116 15 5 2 T AT Knoskdonm on rbarme opponent 
Jump Up MP MM Togo :a 222 nil grounde4 120 : : Er) 1 1 Knockdoum on arbome opponent 
“Jump Diagonal HP MM S0 7 222 ni grounde4 120 3 5 33 1 UB 
ump LK m 2 4 5 ni grounde4 12 “ : 1 1 1 His High tom rama 6 
Jump MK m Ba & 8 ni grounde4 116 1 5 2 1 age 
ump HK m 100 7 8 nil grounde4 120 :8 : 3 1 TE 
Launcher “LC mp3 PM) 100 10 2 sa switon 2 E o « - Orushes erouching liseksrames 1-12 lower body erushes erouching atacks Fames 1314, Launches Gpponer WA Swkchng eharacisrs 
Cross Cancal TMP3K fuhla boking) Hi 110 8 7 24 hardkrodkdown “2 2 5 2 - Invinerabilty frames -6, Resombios EX Angal Knee 
Am Grab Fip Lek row 130 5 Ea 200 hard knodkdown | - 5 5 z 213 
(Over ina Back Tose pLPsLK Iromo 130 s 2 20 hardknockdomn”—”- : : 25 
Farissimo Lesi tan Jirthrow 160 s 2 Uni groundt4 hard knockdown | - 5 E z ag 
Foroes slaning, Hard knoekdown on airbomne Opponen! 
Sutmissive Heal eat m “0 Kia 2 2 “ « - 3 1 ) 
Andanto aan H s0 8 3 28 toa 2 - 3 1 (9 Upper body erushes sirboms atacks tames 8-10, Wi on crouehing opponent 
Peacock Kick emg tj Ea 2 2 2 “ Ci 3 r) 1 0 Knockdoum on arborme opponent 
Peacock Wat EME HP L 120 19 2 32 ardkoockdown 15 - 8 1 mP 
e EMS MP " “0 1 2 ira "6 Bi 5 5 1 0 Knockoum on arborne opponent 
Pemcoek dna MK MP3 HK w 7 7 3 “0 kenoekdown 0-25 - 8 1 0- 
Forees slanding, Knockdown an sifbams opponeni 
N tuk » s0 & 3 2 o 4 SMEXSACA 1 1 ) 
Dorisatng Hasi BuRSUK 1 7 1 2 3 125 & 5 1 1 (0 Forces standing, Dosen combo wi ratof ting, if on sirbams opponent 
Haavy Languish deup 3 up " “0 7 3 2 - 2 smExsaca 3 1 0 Knockdoum on Srborne opponent 
Haavy Languih Best "LC GMP HPS HK Ht) 20 16 2 BM ardkooekdown A1 5 “ 1 0- 
Lah Righl Combo Le op » Ea 7 3 15 “3 1 smexsaca 2 1 1. 
Lo Right Back Sirks Le Ps AK L 30 15 3 20 2 0 SMEXSACA 1 1 Lu 
Bea Time LP PNPS tk m E G) 4 2 o 2 SMEXSACA 2 1 0 Knockdown on rborne opponent 
Storzando (ain mp3 Hp maen) 7 222 Uni groundea 120 & 5 33 14 B9 
Sasana (ai LKS MK m m 8 5 nil grounde4 "6 1 5 2 1 0 
Foety Rabbit LK geet £ 2 2 5 “0 - Hak retty Rabbit - 2 -. Upper body projetis and lower body nvuinerabil rames 6-26, Arboms frames 826, Gan be cancoled by SM.EX.SA.CA 4 cancsled into set! 
Foety Rabbi MK aebetnt - 5 5 : a 2 Ho MK Fals Robi 2 - - 'pner body projetia and lower body imulnerabity frames 9-20, Arboma frames 030, Can be canceled by SMEXSA.CA 4 cancaled into tas 
Foety Rabbit HK aebenK - 2 5 E P - LHK Fosiy Rabbit £ - Upper body proietia and lowar body iulnrabily rames 12:31, irboneIrames 12-31, Can be canceled hy SM.EX.SA.CA f canceled into slr 
Foity Rabbi EX aebeKk » 20x FA 2 2 3 BOX Fisty Rabbi 0 Inwinerabilty frames 1-9, Upper body proecti, lower body. and row Inwuinerablly Irames 10.32, Arbome lrames 10-32. 150 damage and can be cancelod by SM.EX.SA.CA 1 cancoled ito ts, Knockdown on airborne opponen! 
Rabtits Foot LI during Fssty Rabbit L 100 1 4 19 hardknockdown “5 5 0 
Rabtirs Foot EX Li curing EX Fisty Rabbil | L 100 1 a 19 hardknockdown 5 2 Oo. 
Coone: MK during Felsty Rabbit m “060 1 3m 28 'hardknockdown 5 E 0 Rirbomarames 1727 
Ciosonma Ex MK during EX Feisty Rabbit Mi “neo ta 3m 28 hardknockdom”-5 2 0 Airbame rames 12-23 
Rabtit Tnom IK aing Foisty Rabbit H 120 15 7 2 Wallbounce 13 5 0 Aitome rames 1225 
Rabtit Tromn EX. IK auing EX Fossty Rabbi | H 120 1 E 2 wallbcunce)”—”-13 2 0 Airbame rames 12-25 
Angel Knoo LK Talk H ka) 5 2 2 toat 5 5 0 'Aiore rames 5-19 
Angel Knco MK Taatk Fi kl 8 8 2 toat 7 5 0 Aircame rames 6-21 
angel Knee HK Talak H t 9 7 2 toat 40 5 0 Airome rames 7-23 
Angel Knee EX #e.atakk H 80 & 7 2 toat 7 2 0 Invinerabiltytrames 1-12 Airbome rames 5-19 
Angel Knee Ascersion IK daring EX Angel Knes H 30 1 ) 2 toa “ imp 0 Lower bodyinvlnerabilty Fames 2-39: 
“Suntoner Lanca LK act m 2050 kia & 2 3 5 : 0 Arboma Irames 8-22, Knockdown on lrbome opponeni, His standingcrouching opponenl on Irame 20 
“Suntower Lanca MK etos m 205020 a 22 2 27 5 ( 'Aitomo rames 10.25, Knockdoum on sirbome epponeri, Hi siandnglerouching opponenl on frame 23 
Suntower Lanca HK eta m 2080 2 a 3 33 En 5 0 Arbome Irames 10-26. Knockdoum on arbore opponent, Hit standinglerouching opponeni n Frame 24 
Suntower Lan EX aer MS 20104202 15 se2a 20 toat Ea 5 (Project imvunerablty rames 1-24, Arbome fames 9.24, 3rdTih atacks only esecuta on hit Knockdown GA Sibcrms OpponerL His Blandingierouching GppOneh GA Fara 20 
Suntower Lanca 2nd hit LK geo LK H s0 1 3 3 & 7 5 0 Knockdoum on arborne opponent 
Suntower Lanca 2nd hit MK LC getaMIK » MK H s0 15 3 Ea En “0 5 (0 Kncekdoum on airborne opponent 
Suntower Lanca 2nd hit MK "LC Gotik» HK " s0 1 3 Ea “1 Er) a 0 Knockdoum on arborne opponent 
SunowerLanco Ia FE LK “LO goeLK SLK SLK HM “20140.4030”/-13 22sIsp 28 hardknodkdown AI 5 (0. Airbome rames 7-21, Istand 2nd NEW A FEGULFEzOG eharaciars 
SuntonerLanca 3d ht MK "LC gcfeMIK » VK » MK HMMM 20104030 13 22313 28 hardknockdown 11 2 0 Arbome Irames 7.21, is and 2nd hit whif'on regular size charactars 
“Suntower Lanca rd bit HE LC Get 3 HK» HK HMMM /-20140.4030” 13 223132 25 hard knockdown 12 - ( “Arboma rames 7-21, stand 2nd Fi whif on regular szod charactars 
Divine Step acfeKdurngfomardjump |” M- 7ogodo | 27 — untigrouna 38 hardknockdoun”-20 . - Wii on sirsame opponeot 
Divine Step EX acteKk (ain) mo 7oaoa0 | 22” untigroun 31 ardknoekdown 1d 5 (0 Tracks opponent 
Air Spine Shot LK aeuktan m kal 9 untigroung 2 19 -2 a O- 
Air Spa Shot MC ab (an) H 20 12 untilground 13 116 Pri 5 Ta 
Air Spina Shot HI even kan) Fi 52 #8 untlgroung 8 Rai 1 z 0: 
Air Spino Shot EX AebeK fan) H 308 8 untiground 5 pe Bai 5 Ca 
'Atack Reversal LP hebiLP counter 180 1 1 2 5 : . - 2 - Gounters upper body 
hebimp counter | 160 1 1 2 2 3 3 2 5 -- Countera mid body 
'tack Reversal HP hebaHP Counter 180 1 2 a 2 z 2 5 5 - Gounters lover body 
'Atack Reversal EX hebapp Counter | 180 1 Kia 2 2 5 5 - 5 2 Countersal strkos 
Dendrobium LP Acep ri) P3 4 3 2 “ 2 z 3 3 0 Ghargoable: SIF for EX Version and TOOF for Supar Art, Knockdown on srboma apponent 
Dendrobium MP aeep Ht) 80 & z 2 2 2 5 3 3 (  Chargeabie: 5tF for EX Version and 10OF fr Super Ar, Knockdown on lrbomna pponeni 
Dendrosium HP acap » 80 1 s 20 sj 2 z 3 3 0 Ghargaable: SIF for EX Version and IOOF lor Supar Art Kneckdawn on srboma opponent 
Dendrotium EX acePP Ho 20010 6 arispIsjaIana 2 wallbounee 42 5 saga IMAM 0 Chargaatl: tF for Supar Art, Knockdown on srbama opnonant 
Wind Up Spoar “LO actePPP H 203020230 9 2ri0jatroptisg 27 hardkrockdown 10 z s 6 - B1 frames cinomatcreezs belora atack begins, Inwlnerabily kames 1-0 
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Heihachi 


Strengths 

#Excellent high-low game thanks to an overhead that is safe on block and crushes highs, and 
two standing lows that deal further safe pressure with one them capable of hitting an opponent 
meaty on wakeup. 

4#multiple reliable anti-air and air-to-air options, all of which can lead to combos 

4#Several safe block-strings to confirm continued pressure or combos 

4Strong tag synergy with many characters 

4His best reversal, EX Dragon Uppercut, is only -4 on landing if you executed the second hit on 
block, and leads to a full combo if tag cancelled upon hit. 

4Rising Uppercut is invincible against all but low attacks on startup 

4#Successtul parries can lead to either a tag cancel or a free tag-in 


Weaknesses 

-Abysmal walkspeed 

-Vulnerable to whiffs as many of his moves, while safe on block, have long recovery 

-Almost all of his normals are stubby and not ideal for footsies, necessitating very close combat 
to be effective 

-Cannot clear large gaps of distance effectively without meter, and all EX advancing moves 
have long recovery 


Ideal Team Position: Anchor 


The original King of Iron Fists has everything he needs to decimate almost anyone put in front of 
him...at least on paper. He has comboable overheads that can blow through high attacks, a 
comboable command low that can used to hit opponents meaty on wakeup, a guick standing 
low that can be comboed into a full combo, a plethora of conventional and unconventional anti- 
airs, strong air normals, and several excellent reversals including his EX Rising Uppercut (AKA 
Wind Godfist), EX Dragon Uppercut, and even his Raijin Stance parries. So...what has taken 
him so long to be looked atas a competitive threat? The answer lies in his mobility. Like most 
other mixup-based characters, his mobility is guite poor with one of the worst walkspeeds in the 
entire game. Not only does he have trouble against zoners, but his own set of neutral buttons 
make it difficult for him to fire back at opponents who have superior normals to space him out. If 
Heihachi wants to get in, he often has to commit to his offense in ways that can make him 
vulnerable to a good read, and if Heihachi can't get in the opponent's face, he has great 
difficulty being effective. But if he can get in, namely if he is partnered with a point character 
adept as tagging in their partner and moving into position, Heihachi is more than capable of 
getting a win for his team as he proved at EVO 2017 with Bison as his ally. 
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Sample Combos 


hitconfirm 


f#LP»LP xx dp-#HP, cl.HP xx dp4#-MP, cl.HP xx dptK»P (342) 
(Obar, easy) 

cr.MP, ci.HK xx dp-#MP, cl.HP xx dp-#MP, cl.HP xx dp#tK»P (382) 
(Obar, medium) 

cr.MP, ci.HK xx gcf-#HP, st.MP, cl.HK xx dp#tK-zP (390) 

(Obar, corner, medium) 

f#LK, cl.HK xx dp-4#MP, cl.HP xx dp4#-MP, cl.HP xx dptKsP (372) 
(Obar, medium) 


punish 


cl.HK xx gcf#-LP, bt-MP xx dp4#-MP, cl.HP xx dp4-MP, cl.HP xx dptKsP (382) 
(Obar, easy) 

cl.HK xx gcf#-LP, b#-MP xx gcf-#-HP, cr.MP, cl.HK xx dp#tK»P(426) 

(Obar, corner, easy) 


low 


f#-MP, st.LK xx gcf#-LP, b#-MP xx dp4-MP, cl.HP xx dp-#-MP, ci.HP xx dptKsP (357) 
(Obar, easy) 


overhead 


b-#-LP, st.LK xx gcf#-LP, b#MP xx dp-#MP, cl.HP xx dp-#MP, cl.HP xx dptK»P (367) 
(Obar, medium) 


juggle 
cl.HP xx dp-#-MP, cl.HP xx dp#-KzP 
(Obar, easy) 
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Move 
FariClose LP 
FariClose MP 
Far HP 
FariClose LK 
FariClose MK 
Far HK 

Close HP 
Close HK 
Crouch LP 
Crouch MP 
Crouch HP 
Crouch LK 
Crouch MK 
Crouch HK 
Jump LP 
Jump MP 
Jump HP 
Jump LK 
Jump MK 
Jump HK 


Launcher "LC 
Cross Cancel 

Neck Breaker 
Broken Toy 
Tatarigoroshi 
Lightning Crush 
Chrome Dome Iv 1 
Chrome Dome Ivi 2 
Chrome Dome Iv 3 
Hammer Punch 
Eisho Mon 
Jichinsai 


Flash Punch Combo 
Left Right Combo 
Demon Slayer 
Demon Kicker 


Double Palm Strike 
Muso Tettsui 
Muso Kageki 
Rising Uppercut LP 


Rising Uppercut MP 
Rising Uppercut HP 
Rising Uppercut EX 
Dragon Uppercut "LC 
Dragon Uppercut EX “LC 
Dragon Uppercut Follow-Up 
Heaven's Wrath LK 
Heaven's Wrath MK 
Heaven's Wrath HK 
Heaven's Wrath EX 

Hell Axle LK 

Hell Axle MK 

Hell Axle HK 

Hell Axle EX 

Demon Breath LP 

Demon Breath MP 
Demon Breath HP 
Demon Breath EX 

Raijin Stance LP 

Raijin Stance MP 

Raijin Stance HP 

Raijin Stance EX 

Raijin's Wrath 

Cross Art "LC 


Command 


HP4HK 
#HP4HK (while biocking) 
LP4LK 

DtLP4LK 

btMP 

feLK 

#LP4MP (hold to charge) 
#LP4MP (hold to charge) 
#ELP4MP (hold to charge) 
beLP 

#eMP 

b#LK 

LP» LP 

LP» LP» MP 

LP» b#MP 

LP» btMP » MP 

LP» btMP » MK 

TLP 

LPS LP 

f#LP » MP 

LP » HP 

fddfeLP 


fdjdfeMP 
fddfHP 
fd,diPP 
fdjdfik 
fd,dafiKK 

P during Dragon Uppercut 
hhofeLK 
hhcfeMK 
hcfeHK 
hhcf#KK 
gobtLK 
gobtMK 
gobtHK 
gobtKK 
gcrLP 
gcttMP 
gcttHP 
gcttPP 
hobtLP 
IhcbtMP 
hcbtHP 
hcbtPP 
hcbtPPP 
@cfeMP4MK 


arcccz-rrirtttti-ttii 


unblockabie 


Tretrirrerrrs 


TITITII 


counter 
counter 
counter 
counter 


TITTTTTTTTITIII 


Damage 


30 
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38 333938833 


33 


120 


Startup 


4 
5 
10 
6 
5 
13 
12 
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3 
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16 
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15 
18 
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15 
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Active 
4 
5 
4 
3 
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SO ROKONANGAULAw 


NO ANA AYU UNNNGANNGN 


322www 


R3091130 


la) 


3 


Recovery 

7 

18 

22 

14 

15 

16 

25 

22 

6 

10 

26 

10 

15 

24 
untilground#4 
until ground#4 
untilground#4 
until ground#4 
untilground#4 
until ground#4 


54 
2 
20 
20 
22 
16 
18 
35 
25 
16 
16 
24 
13 
2 
16 
19 
19 
22 
23 
19 
19 
23 


23 
23 
24 
34 
34 

until groundt4 
2 
2 


16 
Ej 
0 
18 
# 
Pj 
15 
2 
hard knockdown 
“2 
16 
120 
“2 
16 
420 


swith 
hard Knockdown 
hard Knockdown 
hard Knockdown 
Pi 
47 
12 
ground bounce 
ground bounce 
16 
#7 
ground bounce 
4 
hard Knockdown 
# 
"12 
112 
4 
0 
ground bounce 
#4 
foat 


oat 
float 
oat 
knockdown 
knockdown 
knockdown 
hard Knockdown 
ground bounce 
ground bounce/hard knockdown 
ground bounce/hard knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
413 
knockdown 
float 
wall bounce 
“4 
0 
2 
knockdown 
hard Knockdown 
switeh 


Block Adv 
12 
4 
5 
4 
o 
“ 

“1 
5 
“ 
43 

“2 
“4 
2 
6 
1“ 
15 
18 
“4 
15 
18 


34 
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Cancel 
SM.EX.SA.CA 
SM,EXSA,CA 


SMEX,SA,CA 


JP JC JS 


1 
2 
3 
4 


1 
4 
4 
1 


SMEXSACA 22 41 


SMEXSA.CA 
SM,EXSA,CA 
SM.EX.SA.CA 
SM,EXSA,CA 


SMEXSA,CA 
SM.EX.SA.CA 


SMEX.SA.CA 


SMEX.SA.CA 


1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
4 
1 
1 
1 
1 
4 
1 
4 
1 
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Notes 


Ist hit Knockdown vs airbome, Attacking leg crushes airbome attacks frames 1-8 


Forces standing 


(Crushes crouching attacks frames 1-14, Launches opponent while switching characters 


Invulnerability frames 1-14, Resembles LP Demon Breath 


Knockdown on airborne opponent 

Knockdown on airborne opponent, Forces standing 

Head has 1 point of armor during frames 1-11, Stagger (#21) on counter hit, Knockdown on sirbome opponent 
Head has 1 point of armor during frames 1-31 

Head has 1 point of armor during frames 1-71, Whiffs vs airbome 

Crushes standing attacks frames 1-17, Stagger (422) on counter hit, Knockdown on airborne opponent 


Upper body projectile invulnerability frames 1-15, Crushes standing attacks frames 1-8 
Upper body projectile invulnerability frames 1-21, Crushes standing attacks frames 1-14 


Upper body projectile invulnerability frames 1-24, Crushes standing attacks frames 1-17 
Upper body invulnerability frames 1-13, Crushes standing attacks frames 1-7 

Upper body projectile invulnerability frames 1-14 

Invulnerabilty frames 1-15 

Lower body counters low strikes, Vulnerabie to airbormne attacks 

Upper body counters high and overhead strikes, Vulnerable to airborne attacks 

Upper body counters high and overhead strikes, lower body counters low sirikes, Vulnerable to airborne attacks 
Upper body counters high and overhead strikes, lower body counters low strikes, Vulnerable to airbome attacks, Throw invulnerability frames 1-50 
Projectile invulnerability frames 4-21, Airborne frames 4-29 

Projectle invulnerability frames 4-22, Airborne frames 4-29 

Projectle invulnerability frames 6-38, Airborne frames 6-38 

Projectle invulnerability frames 5-37, Airborne frames 5-37 

Reflects projectiles frames 10-12 

Reflects projectiles frames 16-18 

'Absorbs 1 projectile hit rames 14-16 

Reflects projectiles frames 16-18 

Chargeable: 51F for EX Version and 100F for Super Art 

Chargeable: 51F for EX Version and 100F for Super Art 

Chargeable: 51F for EX Version and 100F for Super Art. 

Chargeable: 51F for Super Art, Invulnerability frames 1-11 

62 frames cinematic freeze before attack begins, Invulnerabilty frames 1-14 

63 frames cinematic freeze before attack begins, Invulnerabilty frames 1-9 
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Kuma 


Strengths 

4High damage output 

#Able to clear long gaps of distance guickly thanks to Hunting Stance 

4Hunting Stance greatly shrinks his hurtbox 

4Can start full combos from f.LP target combo, a move that reaches far and can be cancelled 
into a safe blockstring through use of an empty Bear Claw, and even bait reversals. 

4Long punch attacks can make opponents respect his space 

#Possesses a fully invincible reversal that is safe on block (hcf-PP) 

#Weird vulnerable hitboxes work to his favor, denying other characters standard combos and 
pressure strings 


Weaknesses 

-Giant standing hurtbox makes him highly vulnerable to several jumping attacks 

-Almost no useful low attacks outside Hunting Stance attacks thanks to terrible hitboxes on his 
legs 

-Very slow walkspeed 

-Reversals are vulnerable to neutral jumps for full combo punishes 

-AII of his specials have long recovery, making him highly vulnerable to whiffing 


Ideal Team Position: Anchor 


Kuma's relevance in high level Street Fighter x Tekken was cemented when Sethlol defeated 
Infiltration at Final Round 16, showing the world just how capable he could be with the right 
partner. His damage output is absurd and he has anumber of ways he can tag in his partner to 
continue his painful combos if he finishes with Frolicking Bear (hcb--k). While he's typically slow 
in his regular stance walking forward, his special Hunting Stance greatly increases his speed to 
a point where he suddenly gets one of the best forward dashes in the game. Furthermore, his 
f.Ip (which looks almost identical to his regular standing jab) leads to a painful target combo that 
can cancelled into his combo extending Bear Claw, which in turn gives him a long hit confirm 
where he can either finish the combo or end the safe blockstring to see if the opponent will 
attempt to reversal out of his pressure. With superior range on his punches, his leg attacks are 
very weak which gives him limited access to worthwhile low attacks unless he is in Hunting 
Stance. His giant standing hurtbox can make him vulnerable to close range jump attacks, and 
all of his reversals are vulnerable to neutral jumps. Due to those limitations, it's best to use 
Kuma when the opponent is already on the defensive, which a point character can help him 
with. Once the opponent is on the defensive, Kuma can use his high damage combos, 
excellent mobility of his Hunting Stance, and command throws to drastically reduce the 
opponents health. 
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Sample Combos 


hitconfirm 


st.LP»b-#MP xx hcf#LP»LP (194) 

(Obar, easy) 

f#LP2»MP23HP xx hcf#-HP2MP, st.HK xx hcf#HP»MP (363) 

(Obar, easy) 

f#LP»MP2HP xx hcf# HP2MP, st.HK xx hcb4#-HK (369) 

(Obar, easy) 

f#LP»MP2HP xx hcf4#HP2MP, st.HK xx hcf-#-LP, st.MKscr.HK (373) 
(Obar, corner, easy) 


punish 

st.HP xx hcf#HP2MP, st.HK xx hcf#-HP»LP (403) 

(Obar, easy) 

st.HP»MP-sst.HP xx hcf#PP»MP, st.HK xx hcb#HK (442) 
(Ibar, easy) 


invulnerable 


hcf#-PP»MP, st.HK xx hcf#HP»LP (342) 
(Tbar, easy) 


juggle 

st.HP xx hcf-HP-MP 

(Obar, easy) 

st.HP xx hcf-#-LP, st.MKvcr.HK 
(Obar, corner, easy) 
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Notes 


Move Command Hit Damage Startup Active — Recovery Hit Adv Block Adv Cancel JP JC JS 

FariCiose LP H 40 5 3 9 15 Es SMEXSA,CAKKK 111 |- 

FariClose MP H 70 13 4 17 () 4 SMEX.SA,CAKKK 2 1 1 - 

FariClose HP H 110 13 4 29 3 43 SMEXSACAKKK 31 A - 

FariClose LK H 40 7 3 8 16 12 - ijili - 

FariClose MK H 70 6 5 14 2 2 SMEXSA,CAKKK 2 1 1 |- 

FariClose HK H 110 13 6 20 4 4 SM.EX.SA,CAKKK 3 1 1 - 

Crouch LP “LC H 40 5 2 13 2 2 SM.EX.SA,CAKKK 1 11 |- 

Crouch MP H 70 1 4 16 13 3 SM,EX,SA,CA,KKK 2 1 1 Forces standing 

Crouch HP H 110 14 4 19 2 3 SM,EX.SA,CA,KKK 3 1 1 Stagger (#18) on crouching counter hit 

Crouch LK L 40 5 3 9 15 #1 SM.EX.SA,CAKKK 1 1 1 - 

Crouch MK L 70 14 9 12 () 4 SMEX.SA,CAKKK 2 11 |- 

Crouch HK E 110 15 3 27 hard knockdown |” 10” SMEXSA,CAKKK 3 1 - - 

Jump LP M 50 9 3 until groundt4 112 14 : KI KET KJ (3 

Jump MP M 80 10 3 until groundt4 116 45 - 2A1AI- 

Jump HP M 120 10 6 until groundt4 120 18 : SK KENA 5 

Jump LK M 50 8 5 until groundt4 412 14 - 1 aja I- 

Jump MK M 80 10 7 until groundt4 #16 15 : 2 

Jump HK M 120 12 3 until ground?4 1420 18 - 3jilai - 

Launcher “LC HP4HK H 100 12 2 54 switch 34 : 3 - | - (Crushes crouching attacks frames 1-13, Launches opponent while switching characters 
Cross Cancel #HP4HK (while blocking) H 130 13 2 35 hard knockdown | 11 - -.-  - Invulnerability frames 1-13, Strike and projectile invulnerability frame 14, Resembles Grizzly Fling 
Bear Hug LP4LK throw 150 5 2 20 hard knockdown - z net 

Bear Slam btLPALK throw 150 5 2 20 hard knockdown - - --I- 

Swing Swung LP4LK (during Hunting) throw 150 5 2 16 hard knockdown z : Kan Ie 

Bear Smash (HP H 60,40 18 5 19 13 2 SM,EX.SA,CA,KKK 3,3 11 1 Knockdown on airborne opponent 

Left Right Bear Claw LP » btMP H 50 13 4 1 2 0 SMEX.SA,CAKKK 2 0 0 |- 

Double Wild Slap HP» MP H 60 10 6 27 “4 4 BC 2 1 0 Knockdown on airborne opponent, Stagger (#11) on crouching opponent 

: MP 2 MP H 40 10 2 20 A 4 - 2 1 0 Knockdown on airborne opponent 

Jab Elbow Smash MP » MP» HP H 70 17 4 27 15 2 - 3 4 0 Knockdown on airborne opponent, Forces standing, Float on counter hit 

Jab Elbow Stomp MP » MP3 LK H 30 14 4 16 2 2 : 34 0 Knockdown on airborne opponent 

- btHP M 40 18 3 21 12 “2 KKK 14 0 Knockdown on airborne opponent, Hits crouching opponent on frame 19, On hit: #3 on crouching opponent 
z b#HP» HP H 60 15 4 28 hard knockdown | 10 - 2 A4 0 Knockdown on airborne opponent 

Triple Hammer btHP » HP » HP H 80 14 4 29 7 5 - 3 4 0 Hard knockdown on airborne opponent, Ground bounce on counter hit 

- LP H 40 6 4 9 15 1 : 4 A0 Knockdown on airborne opponent 

- LP » MP H 70 17 2 26 3 6 SMEXSACAKKK 2 1 0 Knockdown on airborne opponent 

G-Clef Cannon (LP MP3 HP H 70 19 2 30 2 45 SMEX,SACAKKK 3 4 0 Knockdown on airborne opponent, Forces standing 

Hunting Stance KKK - - - - 9 - - - - - | - Kuma has 16 frames of recovery instead when canceled from a move 

Hunting L LP or LK (during Hunting) H 40 5 4 10 15 1 Hunting M anto 

Hunting M MP or MK (during Hunting) H 70 7 3 15 #7 14 Hunting H 20 

Hunting H HP or HK (during Hunting) L 110 17 3 16 hard knockdown A - 3rporE 

Big Tree MP (during Hunting) H 60 8 4 29 45 18 - 2 1 0 Exits Hunting, Forces standing, Crushes airborne attacks frames 7-11 

Grizaly Fling HP (during Hunting) L 100 15 2 21 fioat 5 5 3 A4 0 Exits Hunting 

Breakin btHP (during Hunting) H 120 18 25 25 knockdown -33 - 31 0 Exits Hunting, 1 point of armor during frames 1-20, Move with b and f 

Hunting Spear btMP (during Hunting) H 90 22 7 27 wall bounce 3 z 34 0 Exits Hunting, Projectile invulnerability frames 1-28 

Feral Crouch @#PP (during Hunting) - - - - 21421 - - - -- | -  Hurtbox shrinks by half frames 9-120 

Rockin Roll Circus LP hobfeLP throw 180 6 2 39 hard knockdown z : TA 

Rockin Roll Circus MP” heb,feMP throw 190 6 2 39 hard knockdown - - PI Nan 

Rockin Roll Circus HP 'heb,f#HP throw 200 6 2 39 hard knockdown z : SS Pa IN 3 

Rockin Roll Circus EX hcb,f#PP throw 200 6 2 39 hard knockdown - - -- 0 Strike invulnerability frames 1-7 

Megaton Claw LP hofeLP H 60 14 2 20 12 2 LP, MP/HP 4 A4 0 Knockdown on airborne opponent, Breaks counter moves 

Megaton Claw MP hcfeMP H 70 17 2 22 () 4 LP, MP/HP 44 0 Knockdown on airborne opponent, Breaks counter moves 

Megaton Claw HP hcfeHP H 80 21 2 24 2 6 LP, MP/HP 4 A0 Knockdown on airborne opponent, Breaks counter moves 

Megaton Claw EX hcftPP H 90 16 2 22 13 2 LP,MP/HP 2 41 0 Knockdown on airborne opponent, Strike invulnerability frames 1-17, Breaks counter moves 
Grizzly Claw LP during Megaton Claw H 80 17 4 22 knockdown 3 - 34 0 Breaks counter moves 

Grizzly Claw Smash MP or HP during Megaton Claw M 60 22124 2 28 ground bounce 2 - 3 4 0 Hard Knockdown on airborne opponent, Breaks counter moves 

Headbutt (close) fdf.d,db,b,ubtP standing throw | 250 5 2 34 hard knockdown z : BS DE Ne 

Headbutt EX (close) fdf,d,db,b,ub#PP standingthrow |” 250 5 2 34 hard knockdown - - -- - Invulnerability frames 1-6 

Rolling Bear LP (far) #df.d,db.b,ubtLP - - - : 33 - z : 25 Strike and projectile invulnerability frames 7-32 

Rolling Bear MP (far) fdf.d,ab,b,ub#MP - - - - 36 - - - -- - Strike and projectile invulnerability frames 7-35 

Rolling Bear HP (far) fdf.d.db,b,ubt#HP z z z : 38 : z : 25 Strike and projectile invulnerability frames 7-37 

Rolling Bear EX (far) .df.d,db,b,ubtPP - - - - 38 - - - -- |» Invulnerability frames 1-6, Strike and projectile invulnerability frames 7-37 

Rolling Bear Headbutt”'P during Rolling Bear standing throw | 250 5 2 34 hard knockdown z : Aa 

Rolling Bear Headbutt EX P during EX Rolling Bear throw 250 5 2 34 hard knockdown - - - «| - Invulnerability frames 1-6 

Frolicking Bear LK hcb#LK H 100 7 10 29 knockdown 22 z 4 A4 0 |Chargeable: 51F for EX Version and 100F for Super Art, Crushes airborne attacks frames 1-9 
Frolicking Bear MK hcb#MK H 130 8 10 29 knockdown 22 - 44 0 Chargeable: 51F for EX Version and 100F for Super Art, Crushes airborne attacks frames 3-7 
Frolicking Bear HK hcb#HK H 140 8 10 29 knockdown 22 z 14 0 | Chargeable: 51F for EX Version and 100F for Super Art, Crushes airborne attacks frames 3-7 
Frolicking Bear EX hcbtKK H 100 8 10 29 wall bounce 22 - 44 0 Chargeable: 51F for Super Art, Invulnerability frames 1-18 

Fatal Wind hcb#KKK H 350 7 2 46 hard knockdown | -26 : 34 - 73 frames cinematic freeze before attack begins, Invulnerability frames 1-9 

Cross Art "LC aef#MP4MK H 1504 12 7 79 switch -40 - 3 - | - 80 frames cinematic freeze before attack begins, Invulnerability frames 1-17, Airborne frames 12-21 
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Paul 


Strengths 

#Very high tag-in and solo damage 

#Dangerous high/low mixup game, particularly in the corner 
4#Boost combo cl.MP is 0 on block 

#Boost combo st.HK has high pushback, making it hard to punish 


Weaknesses 

-Mediocre neutral, lacks great normals 

-Reguires counterhit to get the most out of his mixups 

-Reguires meter or sacrificing damage to set up optimal okizeme 
-Needs to be very close for safe low hit-confirm 

-Deathfist is unsafe on block 


Ideal Team Position: Anchor 


The uncrowned champion of the 3rd King of Iron Fist Tournament enters the search for Pandora 
bringing all of the absurd damage he's known for. If he can land a full combo, he can easily 
peel off half an opponent's lifebar with no meter thanks to a plethora of combo starters and 
extenders. In the corner, he has a number of overheads and low attacks he can use to open up 
opponents for damage, and proper spacing can ensure that he can utilize certain boost combos 
to confirm into damage with almost no risk. In order for that to happen, however, he needs to 
be very close to the opponent, and he does not have many ways he can do that. His Mountain 
Raze will dodge most projectiles but it is very unsafe on block, and his walkspeed and dashes 
are very bad. The Mortar Punch is safe on block but even the heawy version does not go very 
far and is vulnerable to whiff punishing. While he gained some anti-air capabilities with buffs to 
his Shredder Kicks, it is not very good as a reversal, and the rest of his buttons aren't very 
useful in neutral or in footsies. If you want to rock with the self-proclaimed best in the universe, 
make sure that you pair him with someone that can clear the gaps of distance he needs to be in 
the opponent's face and bring the pain. 
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Sample Combos 


hitconfirm 


cr.LP, cr.LP, cr.HP xx hcf#-K, dp#HK, cl.HK xx gcftP (346) 
(Obar, close, easy) 

cl.MP, cr.MP xx hcf#K, dp#HK, cl.HK xx gcf-P (383) 
(Obar, easy) 


punish 


cl.MP, cr.HP xx hcf#K, dp4#HK, cl.HK xx gcf-P (403) 
(Obar, easy) 


low 


cr.LKvcl.MPscI.HP xx hcf#KK, dp-#HK, ci.HK xx gcf#-P (358) 
(1bar, close, easy) 

dftHK»P»P, cr.MP, cr.HP xx gcf--P (330) 

(Obar, corner, easy) 

dftHK»P»P, dp#HK, cl.HK xx gcf#-P (383) 

(Obar, counterhit, corner, medium) 


overhead 


f#HP»df-HKSPSP, dp#HK, cl.HK xx gcf--P (381) 
(Obar, counterhit, corner, medium) 


antiair 

dp-#LK, cr.HP xx dp4Mp (254) 
EX charge setup 

(Obar, easy) 


juggle 

dp-#HK, cl.HK xx gcf--P 

(Obar, easy) 

cr.HP xx dp-#-MP, st.HP xx gcf--P 
Change first hit to st.Mp if too far 
(Obar, medium) 
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Move 
FanClose LP 

Far MP 

Far HP 

Far LK 

Far MK 

Far HK 

Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Crouch LP 

Crouch MP 
Crouch HP 
Crouch LK 

Crouch MK 
Crouch HK 

Jump LP 

Jump MP 

Jump Up HP 
Jump Diagonal HP 
Jump LK 

Jump MK 

Jump Up HK 
Jump Diagonal HK 
Launcher “LC 
Cross Cancel 
Push Away 

Foot Launch 
Hammer of the Gods 
Hammer Punch “LC 


Hang Over 


Bone Breaker 
Demolition Man 
Mountain Raze 
Mountain Raze EX 
Shredder LK 
Shredder MK 
Shredder HK 
Shredder EX 
Sway LP 

Sway MP 

Swap HP 

Sway EX 

Mortar Punch 
Mortar Punch EX 
Phoenix Smasher 
Phoenix Smasher EX 
Burning Fist “LC 
Cross Art "LC 


Command 


HP4HK 
#HP4HK (during blockstun) 
LP4LK 

beLP4LK 

HMP 

(HP 

HP» dfeHK 

HP 2 dfIHK 2 P 

df HK 

afkHK 2 P 

P after Hang Over or Bone Breaker 
hcfrk 

hofeKK 

fddfeLK 

LadfiMK 

LadHK 

EddfekK 

gcbtLP 

gcbtMP 

gcbtHP 

gcbtPP 

tddP 

tddfePP 

acfP 

gcitPP 

acitPPP 

acfeMP4MK 


z 
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throw 
throw 


zee to io ass 


Damage 
30 
60 
90 
30 
60 
90 
60 

90160) 

30 
60 
90 
30 
60 
80 
30 
60 
90 
40 
70 
100 
100 
40 
70 
100 
100 
100 
120 
130 
130 
60 
50 
50 
50 
50 
50 
100 
90 
110 

30,20x2 

30,20x2 

50,30x2 

20,30,60 
90 
150 

50,70 
130 
130 
120 
120 
320 
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12 
8 
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Recovery 

5 

13 

16 

9 

15 

27 

8 

16 

8 

14 

16 

8 

1 

20 

10 

16 

23 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 


Hit Adv 
19 
13 
13 
13 
12 
5 
19 
45 
4 
14 
14 
4 
16 
42 
1 
42 
hard knockdown 
"12 
116 
420 
120 
"12 
#16 
420 
120 
switch 
hard Knockdown 
hard knockdown 
hard knockdown 
42 
4 
“4 
13 
knockdown 
43 
knockdown 
foat 
oat 
oat 
oat 
oat 
oat 
16 
knockdown 
wall bounce 
hard knockdown 
ground bounce 
hard Knockdown 
wall bounce 
hard knockdown 
switch 


Block Adv 


42 
4 
7 
4 
2 

-10 
15 
4 
12 
0 
A 
13 
12 

13 
2 
2 
7 
14 
15 
18 
18 
14 
15 
18 
18 

-34 


“0 
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Cancel 
SMLEX,SA,CA 
SM,EX,SA.CA 
SMLEX,SA,CA 


SM,EX,SA.CA 
SM,EX,SA,CA 


SMLEX,SA,CA 
SM.EX,SA.CA 
SMLEX,SA,CA 
SM,EX,SA.CA 
SMLEX,SA,CA 
SM.EX,SA.CA 


Phoenix Smasher,SA 


15F4: SM (not Sway).EX,SA,CA 
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Notes 


Crumpie on standing counter hit 


Forces standing 


Forces standing, Attacking hand crushes airborne attacks frames 6-11 


Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerability frames 1-12, Resembles Phoenix Smasher 


Ground bounce on counter hit and on airborne opponent, On hit: 41 on crouching opponent 


Doesn't combo 


Knockdown on airborne opponent 


Projectile invulnerability frames 5-18, Airborne frames 19-38 

Invulnerability frames 1-16, Airborne frames 15-34 

Crushes airborne attacks frames 1-10, Airborne frames 6-33, Whiffs on crouching opponent 

Crushes ground attacks frames 1-10, Airborne frames 6-34, Whiffs on crouching opponent 

'Airborne frames 6-35, Whiffs on crouching opponent 

Invulnerability frames 1-8, Airborne frames 8-36 

ty frames 1-5, Throw invulnerability frames 1-20 

ty frames 1-5, Throw invulnerability frames 1-15, Crushes crouching attacks frames 16-36 
ity frames 1-5, Throw invulnerability frames 1-15 

ity frames 1-3, Lower body and throw invulnerability frames 1-15, Invulnerability frames 16-33 
Ground bounce on counterhit and on airborne opponent, Airborne frames 1-32 

Holding leftright alters distance, Airborne frames 1-28 

Chargeable: 51F for EX Version and 100F for Super Art, 230 damage on counterhit, Button strength determines distance 
Chargeable: 51F for Super Art, 200 damage on counterhit 

68 frames cinematic freeze before attack begins, Invulnerability frames 1-8 

66 frames cinematic freeze before attack begins, Invulnerability frames 1-11 
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Law 


Strengths 

4Flip Kicks (hcf4-K) is completely air invulnerable, leads to full combos, and can deal with jump-in angles 
from almost every possible position, including most cross-ups 

#Several abusable blockstrings to confirm into combos, with Law being left at almost no disadvantage 
#bwMP Target combo starter has only 9 frame startup and reaches incredibly far, allowing him to get full 
combo punishes off blocked spaced Cross Rushes that most of the cast cannot punish at max range 
4Strong tag synergy thanks to Shaolin Spin Kicks being safe on tag cancel and causing an easy float 
state when used in ajuggle on tag cancel, as well as Fist Fury Rush which has a long animation on hit for 
partners to easily tag in and continue with any combo they choose including a Full Charge Attack into raw 
Super Art. 

#Decent air-to-air capabilities (not that you ever need to air-to-air someone with how good Flip Kick is!) 
4Has an answer for almost any style of play (anti-zoning tools, anti-rushdown tools, rushdown ability, 
answers against all manner of aerial assaults, etc) 

#st.LK has a larger hitbox than most other char's st.LK, giving him a guick, long-reaching normal with 
surprising priority. 


Weaknesses 
-Reversals are unusually slow at 16f startup time 
-His go-to poke, cr.MK, has a “creeping hitbox” that makes it unreliable for buffering 


Ideal Team Position: Point 


Marshall Law is widely considered one of the Top 5 characters in the game thanks to him having an 
answer for practically any situation he finds himself in. His Flip Kick is the best anti-air in the game and 
his buttons and target combos are fast enough, and reach far enough, to punish blocked attacks that 
other characters would have great difficulty capitalizing off of. On top of that, he has a reasonably strong 
high-low game to keep opponents on their toes, and sports a set of reversals that help him turn the tide of 
battle whenever he finds himself on the defensive if he has the meter to burn for it. Additionally, he can 
fight off zoning fairly well as his Dragon Kick (hcb--P, f-K) is completely projectile invulnerable and 
typically safe on block if spaced correctly. A strong Law player has the potential to dominate a match, 
which is why it is important to exercise patience against him. Most of his blockstrings can be Alpha 
Countered easily, and Law needs to burn meter to keep himself from getting pressured too heavily on 
hard knockdown. If his opponent is willing to fight the urge to jump at him, and instead play a strong 
ground game, there are holes in Law's offense that can be exploited. However, these weaknesses after 
often esoteric on a character-to-character basis, and can be offset if Law has an anchor character to 
overwhelm the opponent before they realize that there's a gap in Law's attack pattern. 
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Sample Combos 


hitconfirm 


cr.LP, cr.LP, cr.MP xx hcf-#-MP, cl.HP xx hcbt-P»P»K (298) 
(Obar, easy) 

cr.MP, cr.MP xx hcf-#-MP, cl.HP xx hcb#tP»P»K (347) 

(Obar, easy) 

b#MP2LK2MK, cr.HP xx hcf-#-HK, cr.HP xx hcf-HK»hcf-K (345) 
(Obar, easy) 

punish 

cl.HK, cl.MP, cr.HP xx hcf4-MP, cl.HP xx hcb#PsP»K (404) 
(Obar, medium) 

cl.HK, cr.HP xx hcf4#-HK, cl.HK, cr.MP, cr.HP xx hcf-MK, hcf-MK, hcf-MK (428) 
(Obar, corner, medium) 

overhead 

f#-MP, cr.LP, cr.MP xx hcf4#-MP, cl.HP xx hcb#P»P»K (328) 
(Obar, hard) 

antiair 

hcf-MK, b#-MP5MP, cr.HP xx hcb#-PsPsK 

(Obar, easy) 

juggle 

cl.HP xx hcf-#-HK, st.HP xx hcf4#-HK-hcf4-K 

(Obar, medium) 
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move 
FarLP 

Far MP 
FariP 

Far LK 

Far MK 

Far HK 
Cioso LP 
Cioso MP 
Cioso HP 
Cioso LK 
Cioso MK 
Cioso HiK 
Crouch LP 
Crouch MP 
Croueh HP 
Crouch LK 
Crouch MK 
Crouch HK 
Jump LP 
Jump MP 
Jump HP 
Jump LK 
Jump MK 
Jump HK 
Launcher LC 
Cross Cancei 
Dragons Fire 
Run Up to Drop 
Shin Crusher 
Side Kick 
Dragon's Tali 


Dragon Hammer 


Machine Gun Arrow 
Lot Right Combo, 
Lof Rightto Knoo 


Left Right Dragon Fist Combo 
Lof Right Blazing Fist Combo 


Knucile Rush 


Junkyard Kick 
Dragon Rush Combo 
Somersaul Klck LK 
Somersaul Klck MK 
Somersaul Kick HK 
Somersault Kick EX 
Backippor 

Fury Fist Rush LP 
Fury Fist Rush MP 
Fury Fist Rush HP 
Fury Fist Rush EX 
Shaolin Spin Klcks 
“Shaolin Spin Kicks EX 


Dragon Chargo 
Dragon Charge EX. 

Cioud Gates 

Dragons Flght LKIMK 
Dragons Fight HK 

Dragon Knucko "LC 
Dragon Knucklo EX 
Dragon Knucklo Combo 
Dragon Knucklo Combo EX 
Dragon Knudke Fight 
Dragon Knudke Fight EX 
Junkyard Soul 

Cross An "LO 


Command 


MPR 
(eHP4HK (whilo biocking) 
LPsLK 

DeLPALK 

LK 

MK 

baMke 


tp 
(Coso) LP 3 LP 

(Cose) LP» LP » LP 
(Cose)LP » LP » LP» LP 
(Close) LP» LP » LP» LP» LP 
(Cose)LP» LP LP» LP» LP »LP 
LP» biMP 

LP biMP3 LK 

LP» bIMP » beMP 

LP » bMP » beMP3 MP 

LP » biMP » bMP LP 
beMp 

beMP3 MP 

beMP3 LK 

beMP» LK 2 MK 

baMP 3 LK» dak 

helaLK 

heleMK 

bela HIK 

helakK 

etek during Somersaut Kick 
hefaLP 

helsMp 

help 

nctsPp 

gebak 

aebaKK 


hebap 
hebipp 

tep during Dragon Chargo 
LK.or MK during Dragon Chargo 
IHK during Dragon Charge 

P during Dragon Chargo 
P'during EX Dragon Charge 

P during Dragon Knuckio 

P during EX Dragon Knucklo 

KK during Dragon Knuckio 

K during EX Dragon Knucklo 
GebaKKK 

Ge MPANK 
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30 


8 
9 


Active 


aatisja 
10 
& 
a 
a 
a 
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2t12pkiAha 
2e1jak2ok 


30 
uni'grounde4 
untigrounde4 
untilground:4 
untilgrounde4 
untilground:4 
unt ground4 


mitaav 

13 

Es) 

Th 

- 

ti 

2 

: 

Reg 

2 

Es) 

: 

Reg 

6 

16 

2 

5 

15 
hard knockdown 

112 

116 

120 

112 

116 

120 

swteh 

hard knockdown 
hard knockdown 
hard knockdown 

“ 

“ 
hard knockdown 


15 
0 
0 
fi 
0 
0 
“ 
knoekdioum 
& 
ground bounea 
2 


2 
ground bounce 
4 
foat 
hard knockdown 
knoekdoun 
knoekdoum 
knoekdoum 
knoekdoum 
knoekdloun 
Moat 
ground bounce 
knoekdoun 
wall bounce 
12 
wall bounce 


around bounce 
hard knockdown 
hard knockdown 
25 
Gumple 
knoekdoum 
knoekdoum 
knoekdioum 
wall bounce 
hard knockdown 
swteh 


Block Adv 


4 
0 
E 
0 
21 
7 
2 
“3 


cancel 
SMEXSACA 
SMEXSACA 
SMEXSACA 


SMEXSACA 
SMEXSACA 
SMEXSACA 


SMEXSACA 
SMEXSACA 
SMEXSACA 
SMEXSACA 


SMEXSACA 
SMEXSACA 


SMEXSACA 


SMEXSACA 


bemp 
beMp 


SMEXSACA 


P.tP,K 
P, 8P,K, Dash 
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iramo)t 


1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
2 
2 
2 
1 
3 
3 
3 
3 
3 


1 (erica, 


(diagonal) 


Notes 


(Ctumpie on standing counter hit 


Forces standing 


Forces standing 


Forees standing 


IKnockdown on airborne opponent 


Crushes erouching attacks frames 1-14, Launches opponent while switching characters 
Invulnorablty irames 1-13, Resomblos Somorsaut Kick 


Forces standing, Knockdown on alrbome opponont 
"Knockdown on airbare opponent, Projecule invuinerabilty frames 15-30 

Knockdown on airbane opponent 

(Ground bounce on counter ht, Ground bounce on alrborne opponent. On hit: 44 an erouching opponent 


IKnockdown on airbarna opponent 


IKnoekdown on airbana opponent 
kKnockdown on airbarna opponent 


kKnockdown on airbarna opponent 

'irborna frames 13-28, Crushos airborne atlacks frames 1-9 

'Airborne framos 13-28, Crushes airborno altacks frames 1-9 

'Airborna frames 13-28 

'Arborne framos 13:94, Invulnerabiliy framos 1-17, Self Knockdown on frame 95 
'Airborna framos 3-26 


Invlnorabilty irames 1-15 
(Chargeable: S1F for EX Version and 10F for Super Art 
(Ghargoable: S1F for Supor Art, Invunerability frame 1, Projoeto Invulnerabil framos 2-36, Arborna framos 58-78, Chargo has Invulnorabily Irames 1-20 


1 point of armor during framos 1-64 


Projoctlo invulnorabilty famos 1-30, Grushes airbono altacks framos 17.27 
Projocteinvulnorabilty framos 1-33, Grushes airbono altacks framos 19-29 
Float on airborne opponent 
Ficat on airborne opponent 


AT point of armor during Fames 1-18 
Airborne frames 11-30 

'irborne frames 11-30 

62 tramos cinomatcIroozo befor attack bogins, Invuinarabilty framos 1-7 
18 tramos cinomatciroezo before attack begins, Invulnerabilty framos 1-10 
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King 

Strengths 

4High damage output 

4#cr.Ip is a 4-frame normal that reaches far and can easily reach for a link into itself to confirm into Cross Rush 
#EX Konvict Kick (dp-KK) is completely safe on block unless a failed attempt to cancel into DDT (KK) is made. 
Furthermore, a successful hit can lead to a full juggle through linking his knee attack (uf-mk) 

#Jaguar Step is invulnerable from frames 7-27 and cancels into itself, allowing King to step through opponent's 
attacks and counter with a 50/50 guessing game (follow-up attack or be thrown) 

#j.HP has a low angle that is difficult to anti-air thanks to King having a fairly fast jump 

#f.MP - MP blockstring is 0 on block and puts the opponent in another guessing game thanks to his throw/strike 
mixup. 

4#Can fake f#MP-MP with cl.LP's identical animation 

4Can tick light attacks canceled into command grabs on block 


Weaknesses 

-Struggles against dealing with pressure as all of his reversals reguire meter and are vulnerable to neutral jumps 
-Throw game not as strong as other grapplers are neither of his standing command throws have an option that cover 
both standing and crouching opponents 

-Anti-air game is lacking as his LP Running Jaguar Bomb, his sole air-invincible attack, has very limited range 
compared to similar anti-air throws and are vulnerable to early-executed air attacks 

-His other anti-air option, his Parry attack, does not stop throws or low attacks, making him further vulnerable to 
empty jumps. 

-Has difficulty clearly large gaps of distance guickly 

-Limited mobility 


Ideal Team Position: Anchor 


King has been apart of all three of Esuta's EVO winning teams, being saved for what Esuta feels will be the deciding 
set of a tournament. This is mostly because King's damage output is absurdly high and in order to make the most of 
all that damage, he needs to overwhelm opponents with his frame traps, throw mixups, and underrated buttons 
before they can make the adaptations they need to defend themselves. Unlike most grapplers, King does not rely 
heavily on his command throws as the opponent has to be either standing or crouching for them to connect 
depending on which one he chooses to do: the Giant Swing, hcf--P, only grabs standing opponents while the Shining 
Wizard, hcf-k, only connects with crouching opponents. In order to strike fear into his opponents long enough to put 
them in that kind of guessing game, King uses his potent Jaguar Step to pressure opponents up close where he can 
either go into a Step Ender or just do an empty step into whatever mixup so chooses. Furthermore, the first two hits 
of his f.mp target combo is O on block, forcing the opponent to guess between a high-low mixup or just a regular 
throw that kills their red health and puts them into an unfortunate hard knockdown situation. King's primary 
weakness involves clearly gaps of distance guickly as he can be kept out fairly easily if he's not already within striking 
distance. Furthermore, he can be blown up with aerial assaults as he lacks consistent anti-airs and his Parry 
(btPPP) does not work on crouching opponents and makes him vulnerable to empty jump attacks or empty jump 
throws. Therefore, King should be the anchor of your team if you decide to recruit him, because once he gets a hot 
tag and has meter to play with for his EX Konvict Kick shenanigans, he can guickly put the opponent down for the 
three count. 
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Sample Combos 


hitconfirm 


cr.LP, cr.LP, cr.HP xx dptK»K (239) 
(Obar, medium) 


punish 


Uf#- MK, uf#-MK, cl.HP xx gcb-#P/dp-#HP (406) 
(Obar, easy) 


low 
cr.LK xx dp#LK»K (176) 
(Obar, easy) 


cr.LKvcr.MPscr.HP xx dp4#KK, uf#MK, uf#-MK, cl.HP xx gcb-#P/dp-4-HP (396) 
(1bar, easy) 


overhead 


(F#MP2MP)2MP, cl.HP xx dp4#KsK (304) 
(Obar, easy) 


juggle 
Uf# MK, cl.HP xx gcb-#-P/dp-#-HP 
(Obar, easy) 
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Notes 


Move Command Hit Damage Startup Active Recovery Hit Adv Block Adv Cancel JP Jc JS 

Far LP H 30 5 2 9 16 12 ISMEXSACA| 1 | 1 11 |- 

Far MP H 70 6 3 17 “ 3 SM.EX,SACA 2 1 1 - 

Far HP H 100 15 2 2 42 3 - Sea RU 

Far LK L 30 6 3 “ 43 4 - iya la- 

Far MK H 70 8 3 15 13 A4 - AR MARS RS 

Far HK H 110 12 4 25 4 4 - 34 1 Airborne frames 5-22 

Close LP H 30 4 3 10 14 () SMEXSACA| 4 AA: 

Close MP H 65 6 4 14 45 4 SM.EX,SA,CA 2 1 1 Forces standing 

Close HP H 100 8 5 23 3 3 SM.EXSACA| 34 14 |- 

Close LK H 30 5 3 10 14 () - KN NN KI R3 

Close MK H 70 7 3 18 () 4 SMEXSACA| 2 | AA: 

Close HK H 90 7 3 20 42 3 - 3 ja ja 

Crouch LP H 30 4 2 8 #7 8 SMEXSACA| 4 AA: 

Crouch MP H 60 6 3 13 15 “ SM.EXSACA 2 1 1 - 

Crouch HP H 90 7 6 18 12 4 SM.EX,SA.CA| 3 | 1 1 Forces standing, Chest and upwards crushes airborne aftacks frames 6-12 
Crouch LK L 30 5 3 1 43 4 SM.EXSACA 1 1 1 - 

Crouch MK 1 60 7 3 18 () 4 SM.Ex.sAcA M2 ana 

Crouch HK Ik 90 12 3 31 hard Knockdown | 14 - 34 - | Airborne frames 6-16 

Jump Up LP M 40 4 6 untilground#4 2 14 : Sh PR (EA 

Jump Up MP M 70 6 4 until ground#4 16 45 - 2 Aja - 

Jump Up HP M 100 7 4 until ground#4 420 18 : BA MEA Li 5 

Jump Up LK M 40 5 9 until grounde4 12 14 - 1lali- 

Jump Up MK M 70 7 10 until ground#4 16 15 - PA Aa IS 

Jump Up HK M 100 7 2 until ground#4 420 18 - 3 ja Aa 

Jump Diagonal LP M 40 5 7 until ground#4 2 14 - Fa Gea 5 

Jump Diagonal MP M 70 6 14 until ground#4 16 45 - 2 ja ja- 

Jump Diagonal HP M 100 8 8 until groundr4 420 18 - Ea an A5 

Jump Diagonal LK M 40 5 7 until ground#4 12 14 - 1lalir- 

Jump Diagonal MK M 70 6 4 untilground#4 16 15 - AN Oa Aa 

Jump Diagonal HK M 100 7 12 until ground#4 420 18 - 3 ja ja 

Launcher “LC HP4HK H 100 13 2 54 switch -34 - 3-1 - |Grushes crouching attacks frames 1-14, Launches opponent while switching characters 
Cross Cancel #HP4HK (while blocking) H 120 10 3 25 hard Knockdown 6 - -.- - Invulnerability frames 1-12, Resembles Shoulder Tackle 
Winding Nut LP4LK throw 150 5 2 20 hard Knockdown - - TE - 

Suplex beLP4LK throw 150 5 2 20 hard Knockdown - - -I-I-- 

Jumping Knee Lift ut MK H 100 10 2 19 fioat 4 : 2 | 2 | 0 |Airbome frames 5-15 

Disgraceful Kick b#MK H 90 15 2 21 4 6 - 21 0  Crumple on counter hit, Knockdown on airborne opponent 
Shoulder Tackle feLK#MP H 110 22 3 25 hard Knockdown 6 - 2 | A | 0 1 point of armor during frames 1-24, Wall bounce on counter hit 
Moonsault Body Press feLP4MK unblockable 110 50 8 64 hard Knockdown - - 3 4 0 Airborne frames 39-57, Whiffs on airborne opponent 

- #MP H 60 4 2 15 14 “ - IA | 0 Knockdown on airborne opponent 

- MP » MP H 60 6 2 16 13 () - 1 0 Knockdown on airborne opponent 

Rolling Elbow Rush #MP » MP» MP M 80 12 2 22 19 4 : TA | 0 Ground bounce on counter hit, Knockdown on airborne opponent, Doesn't combo 
Mid-Air Leg Screw “LC tPP counter 220 1 17 35 hard Knockdown - - - |» - Counters airborne attacks 

Leg Screw “LC #KK counter 220 1 17 35 hard Knockdown : - » 5 ICounters standing attacks 

Jaguar Step KK - - - - 33 - - - -- | - Invulnerability frames 7-27, Follow Ups performed on frame 28 
Lariat LP during Jaguar step H 100 15 3 23 # 3 EX.SA 33 0 |Invulnerability frames 1-8 

High Elbow Drop MP during Jaguar step M 80 24 3 24 ground bounce -10 - 3 3 0 Invulnerability frames 1-10, Airborne frames 1-26 

Water Surface Kick K during Jaguar step L 140 24 3 25 hard Knockdown AA : 3 | 3 | 0 |Invulnerability frames 1-10 

Konvict Kick LK H 50 12 3 16 43 2 - 3|3jo- 

Konvict Kick MK H 60 14 3 20 A 6 : SEE 

Konvict Kick HK H 70 16 3 23 4 4 - 3|a jo - 

Konvict Kick EX H 100 10 3 AI H2 13 - 33 orE 

DDT - 120 - - - hard Knockdown - - 4 - | - K during the start up frames of Konvict Kick will prevent DT from executing 
Giant Swing LP hofeLP standing throw | 280 18 2 33 hard Knockdown : - “II 

Giant Swing MP hcf#MP standingthrow |” 250 18 2 39 hard Knockdown - - --I- 

Giant Swing HP hofeHP standing throw | 230 18 2 39 hard Knockdown : - He 

Giant Swing EX hcfPP standing throw |” 250 18 2 32 hard Knockdown - - - 0-0 - Strike invulnerability frames 1-19 

Tomahawk LK hofeLK crouching throw | 250 18 2 24 hard Knockdown : - PSN NRP DR P3 

Tomahawk MK hof#MK crouching throw |” 230 18 2 27 hard Knockdown - - - on 

Tomahawk HK hofeHK crouching throw | 210 18 2 30 hard Knockdown : - TEE 

Tomahawk EX hofeKK crouching throw | 230 18 2 23 hard Knockdown - - -0- 0 - Strike invulnerability frames 1-19 

Running Jaguar Bomb LP fd,dfeLP air throw 150 6 2 27 hard Knockdown : - 31 3 | - Upper body crushes airborne attacks frames 1-7 

Running Jaguar Bomb MP air throw 170 14 2 31 hard Knockdown - - 3|3|- 

Running Jaguar Bomb HP air throw 180 16 2 39 hard Knockdown : : Mera KE 

Running Jaguar Bomb EX fd,dfrPP air throw 200 9 2 24 hard Knockdown - - 3 3  - Strike invulnerability frames 1-10 

Reverse Arm Slam Combo “LC gcbtP H 60,120 17 5 23 hard Knockdown AA - 33 04 0 | Chargeable: 51F for EX Version and 100F for Super Art 
Reverse Arm Slam Combo EX “LC acbtPP H 60.40,120 12 5 23 hard Knockdown A1 - 3,3,3 0,05 0 Chargeable: 51F for Super Art, Invulnerability frames 2-11 
Wonderful Mexican Special Combo "LC gcb#PPP H 300 13/26 5 22 hard Knockdown | 40 - 3 0 - 63 frames cinematic freeze before attack begins, Invulnerability frames 1-13 
Muscle Buster acbtP after 2 hits of WMSC - 338 - - - hard Knockdown - - -P-I- 

Cross Art “LC acf#MP4MK H 1504 9 2 31 switch “0 : 3-1 - 164 frames cinematic freeze before attack begin, Invulnerability frames 1-10 
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Marduk 


Strengths 

4High damage output 

4Long limbs to pester opponents in footsies, although he doesn't have notable boost combo ability with 
these limbs 

#LP and EX Gator Slams have complete air crush invulnerability and large hitboxes to grab opponents 
out of the air 

#Fastest command grab in the game 

#Tick Throw game is exceptionally strong thanks to his jabs not having much pushback. 

4#Most of his combo enders leave the opponent in a position where they are vulnerable to more grappler 
pressure 

#bwmp has a point of armor and long hitstun, and can be linked into his Northern Lights Suplex (hcb--P) 
for more damage 

#Launching property of cr.HP gives Marduk access to CADC juggles 

#j.HP has a very low hitbox which combined with his low jump arc makes it difficult to anti-air 

4Fast super jump 

#j.HK instant overhead that causes a ground bounce 


Weaknesses 

-Strings have limited uses despite their guantity 
-Very slow walkspeed and mobility 

-Overhead is slow and has limited range 
-Vulnerable to cross-ups 

-Limited block strings 

-Lack of options to tag partners in safely 


Ideal Team Position: Anchor 


A more traditional grappler than his storyline partner King, Craig Marduk's throw game is very strong as 
his standing jab has very little pushback and great frame advantage, forcing opponents to commit to a 
reversal or neutral jump on a moment's notice or get planted by Marduk's Northern Lights Suplex. 
Marduk has an assortment of great buttons that can pester opponents in neutral, and if he has meter to 
burn he can EX CADC certain moves to guickly dash into the opponent's face while still in excellent 
position to bait a reversal or use his command throw. His combo ability is not too bad either, using his 
Gator Slam (dp-p) as a lethal juggle ender and wall game setup depending on what side of the screen he 
is on. Furthermore, his LP Gator Slam has a massive hitbox and Air Crush properties, allowing him to 
snatch opponents out of the air for big damage and a hard knockdown. CADCing cr.HP in particular can 
be very intimidating against opponents without a strong reversal to keep him from pressuring them into 
another throw. You should use Marduk as an anchor character as his large hitbox makes him vulnerable 
to crossups and he is very slow, necessitating a partner that can clear the gap in his stead. Furthermore, 
once Marduk is in he has very limited options to bring his partner back if he's in trouble, which means 
Marduk is going to be expected to finish the match once he's tagged in. 
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Sample Combos 


hitconfirm 

cr.LP, cr.LP, cr.MP xx hcb4#K»K (253) 
(Obar, medium) 

cI.MP, cr.MP xx hcb#KzK (276) 
(Obar, medium) 

st.MP»d-4-HP, xx hcb#K»K (246) 
(Obar, easy) 


punish 


cr.HP xx CADC, ci.MP, ci.MP xx dp4-HP (352) 
(Obar, medium) 


overhead 

f--PP, cl.MP, cl.MP, cr.MP xx hcb#tK»K (373) 

(Obar, medium) 

f--PP, cl.MP, cl.MP, cr.MPscl.HP xx hcb-#-KK, cr.MP xx dp-4#HP(469) 
(1bar, medium) 

j.HK, nj.HP, cl.MP xx dp4-HP (402) 

(Obar, easy) 


armor 


b-#-MP, hcb-#-HP (280) 
(Obar, medium) 


juggle 
cr.HP xx CADC, cl.MP, ci.MP xx dp-#-HP 
(Obar, medium) 
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Move Command Hit” Damage Startup — Active Recovery HitAdv ”— BlockAdv ” Cancel —” JP JC Js 
FarLP H 40 17 3 pg 15 H (SMEXSACA| 1 | 1 4 - 
Far MP H 70 9 4 16 # 3 SMEXSACA 2 1 1 - 
Far HP H 100 12 6 19 0 5 - SN -1 - 
Far LK H 40 7 3 10 “ o SMEXSACA 1 1 4 - 
Far MK H 70 “ 4 17 0 4 - 2 4 - 
Far HK H 100 19 4 17 “ 4 - 314 4 - 
Close LP H 40 4 5 10 3 2 ISMEXSACA| 1 1 4 Forces standing 
Close MP H 70 s 3 12 16 42 SMEXSACA 2 1 4 - 
Close HP H 100 14 4 20 # 4 SMEXSACA| 3 1 4 - 
Close LK H 40 4 2 12 43 A4 SMEXSACA 1 1 4 - 
Close MK H 70 10 4 17 0 4 SMEXSACA| 2 1 4 - 
Close HK H 100 14 4 17 # A4 SMEXSACA 3 1 4 - 
Crouch LP H 40 5 2 9 16 42 SMEXSACA| 1 | 1 Gl - 
Crouch MP H 70 s 3 14 “ o SMEXSACA 2 1 1 - 
Crouch HP H 100 10 4 22 knockdown 6 SMEXSACA| 3 1 4 - 
Crouch LK L 40 5 3 “ 13 A SMEXSACA 1 1 4 - 
Crouch MK U 70 9 3 20 2 5 - ani 4 - 
Crouch HK H 100 14 4 52 hard knockdown —”-36 '— SMEXSACA 3 1 - - 
Jump LP M 50 s 4 until ground#4 112 “4 - IN 4 - 
Jump Up MP M 80 8 s until ground#4 416 15 - 21 4 - 
Jump Up HP M 110 14 4 until ground#4 120 18 - Sai 4 - 
Jump LK M 50 8 4 until ground#4 “12 “ - 14 3 - 
Jump Up MK M 80 10 9 until ground#4 116 15 - CNN -1 - 
Jump Up HK M 110 13 8 until ground#4 — ground bounce 18 - 311 1, - 
Jump Diagonal MP M 80 10 4 until ground#4 16 5 - Zea 4 - 
Jump Diagonal HP M 10 15 8 until ground#4 420 18 - 31 4 - 
Jump Diagonal MK Mm 80 KE) 6 until ground#4 #16 15 - 2 4 - 
Jump Diagonal HK M 100 14 6 until ground#4 — ground bounce 18 - 31 2 (regular)/0(CH) - 
Launcher "LC HP4HK H 100 13 2 54 switch 34 - 3- - Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Cross Cancel #HP4HK (while blocking) H 130 13 3 38 hard knockdown —”-9 - Esa Nas - Invulnerability frames 1-15, Resembles Spinning Backtfist 
Knee Breaker LP4LK throw 150 5 2 20 hard knockdown - - Ea 3 - - 
“Around the World beLP:LK throw 150 5 2 20 hard knockdown - - - 1 - - - 
Mongolian Chop PP M 100 23 3 21 18 4 - Zen 0 Forces standing, Knockdown on airbome opponent 
Spinning Backtfist beMP H 100 30 3 30 15 3 - 21 0 1 point of armor during frames 1-29, 48 on counter hit, Knockdown on airborne opponent 
Wake Up Hammer P (lying face down on ground) H 120 19 4 25 12 A1 - PN 0 Invulnerability frames 1-10, "5 on standing counter hit, Forces standing 
Wake Up Sweep @#P (ing face down on ground) L 110 18 2 32 hard knockdown 16 - Ea Ns 0 Invulnerability frames 1-10 
Revolving Trap Kick (far) LK » MK or HK H 50 8 4 12 0 2 SMEXSACA| 2 | 1 0 - 
Jab Body Combo (far) MP » deHP H 40 7 3 14 0 2 SMEXSACA 2 1 0 Knockdown on airborne opponent 
Left Right Combo "LC (far) MP» HP H 40 10 6 29 45 “8 - Sele 0 Knockdown on airborne opponent 
- (far) MP » HP » MK H 40 12 4 2 8 -10 BG,LA “| 2 | 4 0 Doesnt combo 
LeftRightto Gut Check "LC (far) MP2 HP » MK» MK4HK H 100 8 5 29 hard knockdown 15 'SMEXSACA| 3 | 4 0 - 
Left Right to Power Elbow (far) MP » HP » f#MP or HP H 30 9 3 13 4 5 - 21 0 Knockdown on airborne opponent 
Craig Rush (far) MP » HP » MP » diPP H 70 El 3 20 ftip 5 - 2 0 - 
Knockdown on airborne opponent 
Ovick Elbow Combo (far) HP » MP or HP H 30 9 3 13 “ 5 SMEXSACA 2 1 0 
Catapult Tackle Combo (far) HP» drPP H 70 17 3 20 tip 5 - EN ISI 0 - 
Gator Slam LP fddfeLP airthrow 150 s 4 37 hard knockdown - - 3 - - Crushes airbome attacks frames 1-9 
Gator Slam MP fddfiMP airthrow 160 5 4 37 hard knockdown - - 31: - - 
Gator Slam HP fddHP airthrow 180 9 4 37 hard knockdown - - EN KE - - 
Gator Slam EX fddkPP airthrow | 200 6s 4 35 hard knockdown - - 31: - Crushes airborne attacks frames 1-10 
Northern Lights Suplex LP hcbtLP throw 160 4 2 38 hard knockdown - - 2 - - 
Northern Lights Suplex MP hcbtMP throw 170 4 2 38 hard knockdown - - 2 - - 
Northern Lights Suplex HP hcbtHP throw 180 4 2 38 hard knockdown - - Ea - - 
Northern Lights Suplex EX hcbtPP throw 240 4 2 38 hard knockdown - - AN - Invuinerability frames 1-3 
Double Leg Takedown hcbtK H 30 8 3 46 hard knockdown —-31 P,K 3.4 0 Chargeable: 51F for EX Version and 100F for Super Art, Airborne frames 8-17 
Mount Mongolian Chop P during Double Leg Takedown - 110 - - - hard knockdown - - CO M3 0 - 
Hercules Hammer K during Double Leg Takedown - 160 - - - hard knockdown - - aj- 0 - 
Double Leg Takedown EX “LC hcbtKK H 140 8 3 64 wall bounce -48 - 307 - Chargeable: 51F for Super Art, Whifis on airborne opponent, Airbomne frames 8-17 
Mount Rush hcbtKKK H 350 3 3 110 hard knockdown —”-96 - 39 - 72 frames cinematic freeze before attack begin, Invulnerabiliy frames 1-5, Airborne frames 4-15 
Cross Art "LC gcfeMP4MK H 1501 92212232 34 switch A5 - 3331004 - 65 frames cinematic freeze before attack begins, Invulnerability frames 1-10 
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Hwoarang 


Strengths 

4#Strong neutral game with a good walk speed and among the best pokes in the game 
#Possesses a true DP 

#Very good air-to-air 

#Jumping double-overhead string and delayed overhead divekick 

#-Invincible EX Divekick 

#Endless frame trap pressure using strings and specials 

#f4MK overhead is #3 on block and leads to massive solo damage on hit 

#Even more oppressive pressure against large body characters 

4Solid anti-fireball tools 

#Practically immune to normal throws and frame traps because of crouch tech with Motion 
Switch (KKK) having only 1f of vulnerability 

4Can end combos with HK Hunting Hawk (gcb-HK) for a very long hard knockdown, allowing 
for safe tags or okizeme setups 

4#Double corpse hop corner okizeme with ambiguous crossup 

4Can set up big tag combos using HK Hunting Hawk (gcb--HK) 

#Dynamite Heel (hcb--P) safe tag cancel on block 


Weaknesses 

-Less combo potential against crouching opponents 
-Somewhat string reliant and vulnerable to alpha counters 
-st.MKSIMK can always be alpha countered 


Ideal Team Position: Point 


In the eyes of many, this is the best character in Street Fighter x Tekken in v2013. He has an 
answer for practically any conceivable situation he may find himself in on both offense and 
defense, utilizing his long list of safe, advantageous attack strings and technigues to 
continuously pressure an opponent while at the same time having everything he needs to 
defend himself against enemy attacks thanks to great buttons and an excellent DP to call out 
opponents. If an opponent does not have meter to Alpha Counter through his safe strings, 
Hwoarang can continuously remain at advantage and force the opponent to make ahard read if 
they want to escape his assault. Defeating Hwoarang is typically dependent on the player 
rather than the characters they pick, and if someone were to make use of all of Hwoarang's 
tools while being mindful of the opponent's meter and options to get out of his pressure, they 
could potentially dominate the match. Using Hwoarang as a point character immediately sets 
the tone for his abusive nature and puts the opponent immediately on guard, at which point 
Hwoarang can use his numerous tag options to bring in his partner to finish the job. 
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Sample Combos 


hitconfirm 


cr.LPvst.MK»MK2HK xx gcb#HK (252) 

(Obar, low, easy) 

cr.LPvst.MK»MK»f, FLA MP2MP3sf, FLA HK xx CADC, cr.MP, cr.MK xx gcb-#-HK (351) 
(Obar, low, standing, hard) 

cr.LPvst.MK» MK HK xx gcb#KK (377/363/348) 

Enders: ender /Agcb-KK 

(1bar, low, easy) 


punish 


FLA MK2LK»f, FLA MP»MPzf, FLA HK xx CADC, cr.MP, cr.MK xx gcb#HK (414) 
(Obar, standing, hard) 


overhead 


f#MK2f, FLA MP»MP»f, FLA HK xx CADC, cr.MP, cr.MK xx gcb4#HK(409) 
(Obar, hard) 


air2air 
j.LPSMP, cr.MP xx gcb#HK (263) 
(Obar, easy) 


antibackdash 


st.LK (whiff)»MK xx hcb-#-P, st.HK xx gcb#-HK (327) 
(Obar, easy) 


juggle 

st.HK xx hcb-#-P, (dp-#HP xx dp-#HK / HP-4-HK / cr.HKJ 
Easy and damaging post-launch 

(Obar, easy) 

st.MK2-MK- df, st.HK xx gcb#-HK 

Best hard knockdown from most launchers 
(Obar, medium) 
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Move Command Hit | Damago Startup Active Recovery Hit adv Block Adv cancel ap Je us 
FariOlose LP L 30 8 3 8 48 “4 SMEXSAca 1 1 mia 

FarClose MP H & 7 2 20 4 & : 2 1 1 Aitacking foot crushes airbomne attacks frames 7-8 

FariClose HP H 9 10 4 25 3 2 - 3 1 1 Forces standing 

FariClose LK H 30 5 2 " 15 o SMEXSACA 1 1 1. 

FariClose MK H &0 8 2 20 Ei & : 2 1 Ai 

FanClose HK H 9 7 4 2s 4 2 SMEXSACA 3 1 1 

Grouch LP L 30 4 3 9 5 “ SMEXSACA 1 1 ana 

Crouch MP L 8 5 a 18 15 o SMEXSACA 2 1 1 

Grouch HP "LC H 90 10 4 25 3 2 - 3 4 1 Forces standing 

Grouch LK L 30 4 3 10 “ o SMEXSACA 1 1 tt 

Crouch MK H & 5 s 17 4 & SMEXSACA 2 g) ane 

Grouch HK Te 90 7 2 2 hard knockdown 8 SMEXSACA 3 1 AN 

Jump LP Mm 40 5 7 untilgroundr4 12 1 5 1 4 TE 

Jump MP Mm 70 7 a untilgroundr4 16 15 5 2 1 1 

Jump HP m1009 10 a untilground4 20 18 2 3 4 aa 

Jump LK Mm 40 5 8 untilgroundr4 112 “4 2 1 1 1. 

Jump MK m 70 8 8 untilground#4 16 15 2 2 1 TE 

Jump HK Mm 200 10 a untilgrounds4 120 18 : 3 Offor2frames)A 1 - 

Flamingo LP H 30 3 2 1 Pi o SMEXSACA 1 1 Ane 

Flamingo MP Ho 6060 5 2102 20 4 & 2 22 48 Ti 

Flamingo HP “LC H 9 8 3 Z 4 0 SMEXSACA 5 4 A1 Forces standing 

Flamingo LK L 30 4 3 9 P3 “ 2 1 1 1. 

Flamingo MK H & 7 2 20 51 & E 2 4 ANE 

Flamingo HK H Ea 13 2 Z 4 2 SMEXSACA 3 1 1 Aitacking foot crushes airborne attacks frames 13-15, Knockdown on airbomne opponent, Airborme frames 8-15 
Launcher "LC HP3HK Hoo 18 2 s4 suite 2g 2 3 - -Grushes erouching attacks frames 1-14, Launches opponent while switching characters 

Cross Cancel THP4HK (while biocking) Ho” 120 5 13 3 hard knockdown 28 2 - 2 Invulnerabiliy frames 1-6, Resembles HK Sky Rocket 

Falcon Dice Kick LPALK ihrow 130 5 2 20 hard knockdown 2 5 7 5 ra 

Bring It On b#LPILK throw 130 5 2 20 hard knockdown - 2 z - Tt 

Spinning Trip Kick batik L & 19 3 14 “6 0 SMEXSACA 3 4 Knockdown on airborne opponent 

Tsunami Kick HK Mm 0 19 2 22 #4 (rSifchanging stance) — 42 (43if changing stance) Flamingo () 3 1 Knockdown on airborne opponent 

Iron Heel ng M 7 25 2 19 ground bounce 4 5 3 1 O Hard knockdown on airborne opponent 

Fade Away Kick baMIk H 70 18 a 22 7 Fi SMEXSACA 2 1 0 Grushes crouching attacks frames 1-12, Knockdown on airbome opponent 

Motion Switch KKK 5 2 5 5 2 - 5 5 5 : - Enters Flamingo Stance 

Reverse Kick “LC MP » MP H 70 8 a 20 “1(eBifchangingstance) | -T(#2ifchanging stance) ” SMEX,SACA,Flamingo (M3 4 Knockdown on airborne opponent, Forces standing, Can be started from Boost Combo 
Chainsaw Kick MP3 LP M 50 18 3 23 ground bounce ES E 3 4 O Hard knockdown on airborne opponent, Can be started from Boost Combo 

Flashing Trident (air) LP » MP M 40 5 a untilgroundr4 114 "12 5 2 1 0 Knockdown on airborne opponent: 

5 MK» MK H 8 Gil 2 2 2 (Gif changing stance) | “6 (G2 changing stance) LA Flamingo (9 3 gl 1 Hola fto end in Flamingo Stance, Can be started rom Boost Combo 

Middle Kick Combo MK» MK 2 MK H 50 10 4 20 3(e4ifchanging stance) — -T (O'f changing stance) BC, LA, Flamingo (1) 3 z 0 Knockdown on airborne opponent, Forces standing, Can be started from Boost Combo 

#High Kick Combo MK» MK 2 HK H 80 8 4 24 .3(e3ifchanging stance) | -6 (Oifchangingstance) — SMEX,SACA, Flamingo () 3 4 O Knockdown on airbome opponent, Can be started from Boost Combo 

Low Kick Combo MK» MK 2 daLK H 30 7 s 1 2 4 LA 1 1 0 Knockdown on airbome opponent, Gan be started from Boost Gombo 

Low & High Kick Combo MK 5 MK 5 daLK 3 HK H & 8 & 24 3(3ifehanging stance) “6 (Oifehanging siance) — SMEXSACA, Flamingo (M3 1 Knockdown on airborne opponent, Gan be started from Boost Gombo 

Low & High Smash Kick Combo “LC LK» (delay) MK H 70 8 4 20 -1(eBifchanging stance) | -7(2ifchangingstance) ” SMEX,SACA,Flamingo (M3 ah 0 Knockdown on airborne opponent, Forces standing, 

Ouick Kick Combo MP 5 MP (during Fiamingo) | H 50 8 3 24 oat -5 (41 f changing stance) LA, Flamingo (9 3 1 0 Can be started from Boost Combo 

Flamingo Kick Combo LK 2 MK (during Flamingo) | H E 8 4 2 -2(e2ifchangingstance) | -3(#Mifchangingstance) SMEX.SACA,Flamingo(h ”—” 0 0 0 Knockdown on airborne opponent, Exits Flamingo 

Fire Storm "LC MIC5 LK (during Flamingo) | “H 70 9 3 19 12 GBichanging stance) “0 (#4 If changing stance)  SMLEX,SA,CA, Flamingo (M3 1 Knockdown on airborne opponent, Can be started from Boost Combo 

Special Step “LC tadhp 5 2 4 2 24 2 - SmM(not Special Step)EX.SA”- - -  Throw and upper body projectie invulnerabilty irames 1-16 

Special Step EX “LO #adkPP 5 2 4 £ 24 - - Sm(not Special Step) EX.SA —- : - Tnrow and upper body invulnerabily frames 1-16 

Sky Rocket LK #aahLK Ho 120 5 8 Es Knockdown 28 - 3 3 0 Invulnerabilty frames 1-5, Airborne frames 5-33 

Sky Rocket MK Eaafemk H- | 43000) 5 8 32 knoekdowm 26 : 3 3 0 Invulnerabilty frames 1-5, Airborne frames 5-34 

Sky Rocket HIK #adftik H | 1506100) 5 " 3 knoekdown “18 - 3 3 0 Airbome rames 5-34 

Sky Rocket EX ““LG Taafekk Ho 1800120) 5 13 35 knoekdown 28 5 3 3 0 Invulnerabilty frames 1:6, Airborne frames 5-34 

Hunting Hawk LK aebrLK Ho 120 12 8 24 Knockdown 4 : 3 3 0 Lower body projecte invulnerabilty frames 7-25, Airborne irames 7-29 

Hunting Hawk MK aebeMk HI a9go A4 51128 29 knookdown 6 2 3 15 O Lower body projectle invulnerabilty frames 8-81, Airborne frames 9-45 

Hunting Hawk HK GedeiK HM 503 7 st12322y 23 ground bounce ta - 345 116 0 Lower body projectle invulnerablity frames 12.68, Airbome frames 12-68 

Hunting Hawk EX OebiKK H50201350/ 14 S1B93GISKS)O 28 wall bounce 25 : 3333| 000020 Lower body projectle invulnerabily frames 9.97, Airborne framos 9-103 

Air Raid LK hofeLki M 502030 30 " 15 "10 “6 2 333 303 Airbome frames 8-40, Knockdown on airbome opponent 

Air Raid MK hofeMIK M1 503030 | 41 1 15 #1 46 - 333 313 O  Airbome frames 10-52, Knockdown on alrbomne opponent 

Air Raid HK hofeHK MM 503040 48 12 15 411 1G : 333 303 0 Airbome frames 11-58, Knockdown on airborne opponent 

Air Raid EX otak M 503050 54 1 15 Toat 12 - 333 303 O Tracks opponent, Airbome frames 11-73 

Air Raid Special “LC hofek (air) Mo 100 2 until ground 15 “8 “2 2 3 3 0 Knockdown on sirbame opponent 

Air Raid Special EX hefeKK (air) M|420 7 until ground “ 12 1G : 3 3 0 Invulnerabilty frames 1-11, Knockdown on airbome opponent 

Dynamite Heel LP hobiLP H 20 1 3 28 “ “ - 3 2 0 Ghargeable: 51F for EX Version and 10OF for Super Ari, Forces standing, Ground bounce on airborne opponent, 45 on counter hit 
Dynamite Heel MP hobiMP H 20 16 3 28 “ # E 3 2 0 Chargeable: S1F for EX Version and 100F for Super Art, Forces standing, Ground bounce on airborne opponent, “5 On counter hit 
Dynamite Heel HP hcbiHP H 20 19 3 28 “ “ - 3 2 0 Ghargeabie: 51F for EX Version and 10OF for Super Art, Forces standing, Ground bounce on airborne opponent, 5 on counter hit 
Dynamite Heei EX “LC hcbiPP Mo! 100s0 | 29 Ka 40 around bounce sn 5 33 03 O  Ghargeabie: 51F for Super Ar, Projectle invulnerabilty frames 6-28, Airborne irames 18-57 
HHoel Explosion Combo “LC hcbiPPP HM 100601508 ang 39 hard knockdown 0 2 35 08 - 38 frames cinematic freeze before attack begins, Invulnerabilty irames 1-7, Airbome frames 1-35 
Cross At "LC ae MPIMK Ho As0e 9 a 51 site 33 : 3 - 162 Irames cinematic freeze before attack begins, Invulnerabilty irames 1-11, Airborne frames 4-27. 
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Steve 


Strengths 

tOnce he's in, he can easily continue to stay in the opponent's face thanks to his movement 
options 

#Several ways he can tag his partner in to either continue a combo on hit or enter the field of 
battle on block 

#Possesses some of the highest damage combos and juggles in the game 

#Excellent wali carry ability 

#Strong pokes can either keep the opponent out or be cancelled to get him in the opponent's 
face 


Weaknesses 

-One of the worst Alpha Counters in the game 
-Best combos reguire a high degree of execution 
-Lacks a reliable reversal 

-Stance switches have very limited defensive utility 
-Struggles defensively overall 


Ideal Team Position: Anchor 


Steve Fox is an offensive powerhouse utilizing guick movement options and fast strikes to 
overwhelm his opponent the moment an opening presents itself. Cancelling into his ducking 
stance can ensure that he can continuously be an opponent's face where he can open them up 
with armored combo starters from Peekaboo, punish whiffs with either his Ducking LP or 
Ducking MP, or open a standing opponent's guard with his Ducking HP which then leads to a 
tag opportunity with a LOT of hitstun for the partner to do practically whatever they want. Steve 
has the ability to convert into big damage off of something as simple as af-LP - MP target 
combo into Ducking, and if he's juggling an opponent in the corner he can utilize his Flicker 
Cancels (cr.HP or cl.HP xx Flicker Stance, cancel by crouching, cr.Hp xx Flicker Stance...) for 
big damage. He can even do them to a standing opponent in the corner for outrageous 
damage, though this can be very difficult to pull off consistently. Defensively, he leaves a lot to 
be desired: his anti-air buttons are modest at best, his parry is inconsistent, and his Alpha 
Counter can leave him guite vulnerable if baited while not doing much damage that would make 
it worth the risk. Furthermore, his Hellfire projectile is very short range and has long recovery, 
which can hinder his ability to space out opponents with it. Use Steve as an anchor after the 
opponent is already on the defensive, so that he can ensure that's where the opponent stays 
until the match is over. 
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Sample Combos 


Obar 


cr.LK, cr.LP, cr.LP xx dp4#LP (161) 
(hitconfirm, low, easy) 

cI.MP, cr.MP xx dp-#P (208) 
(hitconfirm, easy) 

cl.MP, cr.MP xx gcf#K»LP (216) 
(hitconfirm, easy) 


punish 
cl.HP xx b-#KKK, cr.HP xx gcf#K25MP, gcf-HKSMP, gcf#-HK2MP, f#-MP3LP»b, FLK LP/MP/HP/HP-HK 
(424) 


(punish, medium) 


overhead 
df#-MP, gcf#K»MP, f#MP3LP»b, FLK LP/MP/HP/HP-4-HK (316) 
(overhead, easy) 


juggle 

cl.HP xx gcf#LKSMP, f4-MP3LP»b, FLK LP/MP/HP/HP#-HK 

(juggle, medium) 

cl.HP xx b-#KKK, crouch, cl.HP xx b-#KKK, crouch, cl.HP xx b4#-KKK, crouch, cl.HP xx dp-#-LP 
(juggle, corner, hard) 


ibar 

cr.LK, cr.LPvcr.MPscr.HP xx gcf# KKS MP, gcf#HKSMP, gcf-HK2MP, f#MP5LP»b, FLK 
LP/MP/HP/HP--HK (294) 

(hitcontirm, low, medium) 

cl.MP, cr.MP xx gcf#-K2LP xx gcf#KKSMP, gcf#-HK2MP, gcf-HK25MP, f#-MP3LP»b, FLK 
LP/MP/HP/HP--HK (416) 

(hitconfirm, medium) 
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Notes 


Move Command Hit Damage Startup Active Recovery HitAdv | Block Adv Cancel JP JC JS 
FarLP H 30 8 2 5 110 46 SMEXSACAHK | 1 DA AS 

Far MP H 60 7 3 9 “9 45 SMEXSACAHK 2 KN KN 

Far HP H 90 9 3 7 5 o : 3 Ia 

Close LP H 30 4 2 3 EA 48 SMEXSACAHK 1 LA 

Close MP H 60 8 4 10 “9 48 SMEXSACAHK 2 AA (Forces standing, On hit: #11 on crouching opponent, 75 damage and stagger (30) on erouching counter hit 
Close HP H 90 5 2 13 15 o SMEXSA.CA 3 1 lir 

Crouch LP H 30 4 2 10 15 Ho SMEXSACAHK 1 Tae 

Crouch MP H 60 7 2 10 “9 45 SMEXSA.CAHK 2 1 lih 

Grouch HP H 9 8 5 2 2 3 SMEXSACA 3 AA" Forces standing, Attacking arm crushes airborne attacks frames 8-20 
Crouch LK L 30 5 2 10 15 Ho SMEXSACAHK 1 1 ja 

Grouch MK H 80 8 2 19 0 4 SMEXSACAHK | 3 ANE 

Crouch HK L 90 EK) 2 28 hard knockdown 3 : 1 Ea W 

Jump LP M 40 8 2 until ground#4 12 14 - 1 SJ IE 5 

Jump MP M 70 8 3 until ground#4 16 15 : 2 1 jak 

Jump HP M 100 8 5 until ground#4 120 18 - 3 Ha 95 

Jump LK M 40 3 4 until ground#4 "12 “4 : 4 1 ja 

Jump MK M 70 1 2 until groundt4 6 15 - 2 Ta 

Jump HK M 100 3 2 until groundt4 120 18 - 3 1 ah 

Launcher "LC HP4HK H 100 13 2 54 swith 34 - 3 - 1» |Crushes orouching attacks frames 1-14, Launches opponent while switching characters 
Cross Cancel “LC HP4HK (while blocking) H 120 3 2 z hard knockdown 3 - - - - |Invulnerability frames 1-8, Resembles Shoulder Rush 

Gut Wrencher LP4LK throw 130 5 2 20 hard knockdown - - - - - 

Armlock Throw btLP4LK throw 130 5 2 20 hard knockdown - - - BNN Naas 

Chopping Straight dp M 30 17 2 15 12 Ea - 2 AA (Ground bounce on crouching counter hi, On hit: 40 on crouching opponent. 
Foot Stomp beLK L 50 15 2 20 5 7 MP,HP 1 Ka ID 

Foot Stomp Right Hook MP or HP during Foot Stomp H 60 8 2 2 hard knockdown 4 5 1 AE 

Ducking Body (MP or HP H 60 16 2 15 “4 o - 2 HA Stagger (#25) on crouching counter hit 

Ducking Hook LP during Ducking Body H 40 3 2 15 0 2 - 3 ONE 

Flicker b during Ducking Hook : 5 2 E: 1 5 - Flicker Jab er - I- 

& (LP H 30 8 2 9 18 4 - 4 Tanu 

British Edge LP 2 MP H 60 7 3 9 19 18 - 2 TA Stagger (29) on crouching counter hit 

Weaving A LK 5 5 2 - 2 5 - MKHK 5 - 1 Upper body invulnerability frames 1-19 

Weaving B MK 2 E p 2 28 5 - LKHK 2 -  - Upper body invulnerability frames 1-18 

Shoulder Rush “LC LP during WeavingB H 50 3 2 z 3 2 - Ai 40 (Forces standing 

Uppercut "LC HP during Shoulder Rush H 70 9 4 28 Moat 12 - 1 1 jo 

Guick Spin HK - - - - 25 - - - - 1 - lUpper body Invulnerability frames 1-19 

Spin Gut Punch MP or HP during Ouick Spin H 100 9 2 18 knockdown o - 1 1 A | Crumples on standing counter hit, Wall bounces on crouching counter hit 
Spin Low Hook @#MP or d#HP during Oulck Spin L 90 9 2 28 hard knockdown | -10 - 1 IE 

Sonic Fang LP TddfeLP H 50,60 14 264 23 knockdown 4 - 34 A14 10 - 

Sonic Fang MP LddMP H 50,60 17 264 23 knockdown 7 - 34 AA 40 

Sonic Fang HP TLddreHP H 50,60 18 264 23 knockdown 7 - 34 11 10 - 

Sonic Fang EX LddPP H 70,50 14 264 23 foat BI - 34 AA 4,0 Projeclile invulnerability frames 1-25 

Swaying "LC gobtK counter 140 1 2 42 143 2 : 2 -- Upper body counters strikes 

Swaying EX “LC aobtKK counter 180 1 2 12 knockdown - - 5 -- |Ankle and above counters strikes 

Hellire OottP H 60 16 G 30 o 3 E 3 1 0 | Chargeable: 51F for EX Version and 100F for Super Art 

Hellire EX acitPP H 60x2 10 5 30 18 15 - 38 Ad 0 Chargeable: 51F for Super Art 

Flicker bEKKK 2 4 10 2 4 5 - Fiickerjab 5 Bra PEN 

Fiicker Jab LP “LC LP during Flicker 13 100 3 2 30 4 -a - 3 AA, |Stagger (#10) on crouching counter hi, Ground bounce on airborne opponent. 
Flicker Jab MP""LC MP during Flicker H 100 3 2 30 6 A1 - 3 HA Stagger (#10) on crouching counter hit 

Flicker Jab HP HP during Flicker H 100 8 2 26 3 3 - 3 AA |Stagger (#10) on crouching counter hit 

Flicker Jab EX PP during Flicker LAH 50x3 3 218)29)2 13 knockdown A1 2 333 100 1 Ground bounce on airborne opponent 

Peekaboo TKKK 5 - 10 5 4 5 : LP, MP, HP - | - |Can only move forward, Throw invulnerable, Cancel stance by crouching, Weaving A, Weaving B or Ouick Spin 
Patella Smash LP (during Peekaboo) H 60 18 3 34 18 -20 HP 1 10 1 point of armor during rames 1-18, Throw invulnerable 

Cutting Elbow MP (during Peekaboo) H 70 13 6 2 oat nj 5 4 40 (Upper body invulnerabilty frames 1-14, Throw invulnerabie 

Albion Combination HP (during Peekaboo) H 30x240 21 4(107323)2 2 ground bounce 6 - ALA AAA 0 Throw invuerable 

Ducking LK OofeLK : 5 5 5 25 - - LP, MP, HP - -»- (Projecdile invulnerability frames 1-21 

Ducking MK gettMK 5 2 3 :j 28 5 5 LP, MP, HP 2 - 0 - Projectile invulnerability frames 1-21 

Ducking HK “LC Oei HK - 5 - 5 31 - : LP, MP, HP - » 5 (Projecdile invulnerability frames 1-21 

Ducking EX OeteKK 5 5 - 5 25 2 - LP, MP, HP 5 0 - | Projectile invulnerability frames 1-21, Upper body invulnerabilty frames 1-21 
Fox Hunt LP during Ducking H 120 9 6 17 3 ai EXSA 4 AA (Float on counter hit 

Skyseraper MP during Ducking H 30 13 4 2 Moat 6 2 1 1 0 - 

Gatling Gun HP during Ducking standing throw 200 15 2 28 hard knockdown - : - Ta 

Hellire Rush “LC OottPPP' H 31060) 4 - 70 hard knockdown |” -42 - 3 1 - 165 frames cinematic freeze before attack begins, Invulnerabilty frames 1-7 


Cross Art ""LC Oct tMP4MK H 1504 7 2h3aima(io)2 29 switoh “3 - 33,33 00,04 - 64 frames cinematic freeze before attack begins, Invulnerability frames 1-8, #34 if first atlack whifis and ih attack hits 
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Julia 


Strengths 

4Solid set of buttons for playing neutral 

#cr.MK has high range and a long active window, and it can be hit-confirmed with sharp 
reactions 

#Tiger Strike (gcb-P) combo ender sets up okizeme for a meaty high/low mixup 
4Solid frame traps and pressure game 

4#Long grounded combos with multiple opportunities for reset attempts 

#Very fast Super Art with good range 

4High corner carry 

#Juggle combos can side-switch, allowing for great position control 

#cr.HK safe tag cancel on block 


Weaknesses 

-Low launcher 

-Reguires either meter or close range for a safe low hit-confirm 

-Reguires a specific Knockdown for a safe overhead 

-Most versatile overhead hcf-K-P is unsafe and only does 130 damage without a meaty setup 
-Meterless DP only has strike invulnerability 


Ideal Team Position: Either 


Julia Chang is a character with plenty of options to pressure an opponent on hard knockdown 
while at the same time possessing enough range, damage, and tools to make an opponent think 
twice about approaching her carelessly. While her DP only has strike invulnerability, she has 
some great buttons in cr.mk and s.hk to keep opponents out of her grill while also having some 
decent target combos to confirm into easy damage. The latter is especially helpful as ending a 
cancellable target combo with Tiger Strike leads to a hard knockdown where Julia is particularly 
dangerous. By using her Swift step (hcf-P), she forces the opponent to guess between an 
overhead (the HP variation) or a low (the LP variation, then doing a low attack after you step). If 
she chooses to do nothing and the opponent tries to erroneously roll away, Julia is in perfect 
position to throw them and then start the guessing game all over again. Both ends of the 
high/low mixup lead to full combos, but she is forced to commit to the overhead option and that 
is typically unsafe on block unless done meaty. Julia's versatility, however, prevents her from 
being overly reliant on this, which makes her capable of playing either the point or anchor 
positions. 
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Sample Combos 


hitconfirm 


cr.LP, bt#MPzMP (247/310) 

Enders: ender /Ab4-MP»-MP 

(Obar, easy) 

punish 

f#MK2MP HP2Sf4#P xx hcf#LK, cr.HP xx gcb#IPJvf,f#-MP, b#-MP3LP xx gcb#-P (343) 
(Obar, medium) 

f#-MP2LP, f#MP2MK xx hcf4#K, cr.HP xx gcb-#P (373) 

hcf--K strength controls side switch 

(Obar, standing, medium) 


low 


cr.MP, b#-MP»Mp (277/340) 

(Obar, medium) 

cr.LK scr.MKscr.HP xx gcb#IPPJSf,f4#-MP, f#MKSMP HPSf-4-P xx hcf4#LK, cr.HP xx gcb-#IPIsf,f4-MP, 
b#-MP»LP xx gcb#P (320) 

(1bar, hard) 


overhead 


hcf4#-HP, delay f4-HP, f#MP2MK xx hcf-#K, cr.HP xx gcb-#P (413) 
hcf--K strength controls side switch 
(Obar, easy) 


counterhit 


st.MP, f#MK2MP HP2f-4#P xx hcf#LK, cr.HP xx gcb#IPJvf,f4#-MP, cr.MP xx gcb-#-P (363) 
(Obar, medium) 


juggle 

f#-MP3MK xx hcf-#K, cr.HP xx gcb-#-P 
hcf--K strength controls side switch 
(Obar, medium) 

ender 

b#-MP5MP, cr.LK xx gcb#P 

Starters: /b-MP-MP$ 

(Obar, easy) 

b#-MP5MP, cr.LP, f#-HP, cr.HP xx gcb-#-P 
Starters: /b-MP-MP$ 

Need to be relatively deep in the corner, does not work after f,f-MPp 
(Obar, corner, medium) 
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Move 
FaAClose LP 
FarlClose MP 
Far HP 

Far LK 

Far MK 

Far HK 

Close HP 
Close LK 
Close MK 
Close HK 
Crouch LP 
Crouch MP 
Crouch HP 
Crouch LK 
Crouch MK 
Crouch HK 
Jump LP 
Jump MP 
Jump HP 
“Jump LK 
Jump MK 
Jump HK 
Launcher “LC 
Cross Cancel 
Wid Stalion 
Mad Axos 
Kolda 

Party Crasher 


Baiyuan Sanshou 
Divine Impact 
Divine Intervention 


Trickiing Stream 
Raging Rapids 


Slow Power Punch Combo 
Slow Power Punch to Low Kick 
Slow Power Punch to High Kick 


Red Orchid Combo 
Mountain Crusher 

Swif Stop 

Swift Step EX 

Lashing Arrow 

Lashing Arrow EX 

Swift Step Explosion 

Swift Step Explosion EX 
Backdash (swift step) 
Rising Kick LK 

Rising Kick MK 

Rising Kick HK 

Rising Kick EX 

Tiger Strike "LC 

Tiger Strike EX "LC 

Wind Roll LK 

Wind Roll MK 

Wind Roll HK 

Wind Roll EX 

Teguila Sunrise Elbow Smash ist 
Teguila Sunrise Elbow Smash 2nd 
Hunting Tomahawk 1st hit 
Hunting Tomahawk 2nd hit 
Wind Roll Explosion 1st hit 
Wind Roll Explosion 2nd hit 
Iron Mountain Rush 

Cross Art”"LC 


Command 


HPAHK 
FeHP2HK (while blocking) 
LPALK 

beLPsLK 

ep 

(ep 

LP » btMP 

LP» btMP2 LP 

LP» biMP LP LP 
LP» LP 

LP» LP» MP 

LP» LP» MK 

BMP 

beMP LP 
b#MP2 MP 

MP 

GMP LP 

MP2 LK 

MP3 MK 

tuk 
MK MP or HP 
#MK 2 MP or HP 2 K 
MK 2 MP or HP 2 fp 
hofeLP 

hofeLPEMP 

hnofeMP 

hofeLPtHP 

ho HP 

hefeMP3HP 

bjb during Swit Step /Explosion 
#aamk 

#ademk 

#adrlk 

#adkK 

aebtP 

acbrPP 

hotel 

tnofeMIK 

ho HK 

tnofeKK 

P during Wind Roll 

P during Tegulla Sunrise 
K during Wind Roll 

P during Hunting Tomahawk 
xK during Wind Roll 

PP during Wind Roll Explosion 
acbtPPP 

cfeMP4MK 


H 
H 
H 
H 
H 
H 
H 
H 
H 
H 
H 
L 
H 
L 
L 
L 
M 
mM 
M 
M 
M 
M 
H 
H 


Ihrow 
throw 
H 
H 


“T1T1TTrTTTrIrSIrTI 


Jrld Ieelal 


TTiriits. 


Damage 


Startup Active 


“noononaLoon 


Kiropsasdaoadapsoopooran 0 
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Recovery 
8 
10 
22 
9 
15 
23 
22 
9 
16 
15 


Until ground#4 
until groundt4 
untilgroundt4 
until groundt4 
untilgroundt4 
until groundt4 


HitAdv 
15 
# 
51 
16 
12 
4 
A 
16 
12 
16 
#7 
16 
4 
13 
“ 
hard knockdown 
112 
116 
120 
412 
116 
120 
switeh 
hard knockdown 
hard knockdown 
hard knockdown 
16 
# 
12 
2 
hard knockdown 
4 
knockdown 
13 
ES 
“4 
Toat 
2 
foat 
“2 
8 
2 
“1 
16 
4 
knockdown 
wall bounce 
crumple 
crumple 


knockdown 
knockdown 
knockdown 
knockdown 
hard knockdown 
hard knockdown 
13 
knockdown 
Ea 
knockdown 
5 
knockdown 
hard knockdown 
switeh 


Block Adv 
Es 
“3 
“ 
“2 
2 
2 
4 
12 
2 
“ 
PI 
22 
ET 
Aa 
3 
ti 
En 
12 
28 
eri 
12 
-8 
234 
8 
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Cancel 
SMEXSA,CA 
SMEX.SA.CA 
SMEXSA.CA 
SMEXSA.CA 
SM.EX.SA.CA 
SMEX.SA.CA 
SMEXSA.CA 
SM.EX.SA.CA 
SMEXSA.CA 


SMEX.SA.CA 
SMEXSA.CA 


SMEXSA.CA 


SMEXSA.CA 
SMEX.SA.CA 


SMEXSA.CA 
SMEX.SA.CA 


SMEXSA.CA 


SMEXSA,CA 


JP JG 


1 
1 
3 
3 


Crushes Grouching attacks frames 1-14, Launches opponent while switching charactsrs 

Invulnerabilty rames 1-20, Resembles Hunting Tomahawk 2nd hit 

Ground bounce on sirborne opponent 

Knockdown on airbome opponent 

Knockdown on sirbome opponent 

Knockdown on airbome opponent 

Knockdown on airbome opponent, Doesn't combo 

Knockdown on airbome opponent 

Knockdown on airbome opponent 

Knockdown on airbome opponent 

Fioat airborne opponeni, Forces standing 

Stagger (35) on standing counter hit, (18) on crouching counter hit, Knockdown on airborne opponent 
Knockdown on airbome opponent 

Knockdown on airbome opponent, Forces standing 

Knockdown on sirbome opponent 

'Airbomne frames 15-25, Input b,b between frames 1-27 to cancel into backdash 

1 point of armor during frames 1-14, Airbome frames 15-25, Input bb between frames 1-27 to cancel into backdash 
'Airborne frames 16-29 

1 point of armor during frames 1-14, Airborne frames 16-29 

'Airbomne frames 15-24, Knockdown on airborne opponent, Input b.b between frames 1-33 to cancel into backdash 
1 point of armor during frames 1-14, Airbome frames 15-24, Knockdown on airborne opponent, Input b,b between frames 1-33 to cancel into backdash 
Invulnerabilty rames 1-4, Airborne frames 5-18 

Strike invulnerability frames 1-9, Airborme frames 6-40 

Strike invulnerabilty frames 1-6, Airborne frames 7-39, 2nd hit: Whifs on crouching opponent, On Block: -31 on crouching opponent 
'Nirborne frames 7-42 

Invulnerabilty rames 1-9, Airborne rames 6-38 

Chargeable: 51F for EX Version and 100F for Super Art 

Chargeable: 51F for Super Art 

Projectile invulnerabilty frames 1-15 

Projectie invulnerabilty frames 1-16 

Projectile invulnerabilty frames 1-17 

Projectie invulnerabilty frames 1-16 

Knockdown on airbome opponent 

Knockdown on airbome opponent 

Knockdown on airbome opponent 

68 frames cinematic freeze before attack begins, Invulnerabilty frames 1-4 

63 rames cinematic freeze before attack begins, Invulnerabilty rames 1-10 
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Bob 


Strengths 

#Combos do great damage, have excellent wall carry, and eat up valuable time on the clock 
#Buttons have wide hitboxes and long active frames that can stifle opponent's offenses while 
allow him to begin offense of his own 

4His arsenal of strings can be used to create unpredictable pressure, mixups, and resets 
#st.MK and its followups allow him to pressure, mix up, and hitconfirm into combos 

#Boost combo cl.MP is 0 on block 

4#His dp-P Headbutt has upper body invincibility and can be followed up with a combo 

4#His wavedash can cancelled into a low which is safe with the followup 

#EX Belly Bump has a unigue hitbox that can cross up opponents from full screens to punish 
full screen tags or finish off opponents looking to retreat 

4Builds meter very well and does not reguire meter to deal solo damage 

4Air string (j.HK, HK) can lead to a mixup on block upon landing. 


Weaknesses 

-vertical challenges of his DP make him vulnerable to neutral jumps and especially cross-ups 
-Doesn't get much off of his best reversal, the EX Headbutt 

-Because a lot of his best movement options have recovery and his DP has a very unigue 
angle, he can be vulnerable to neutral jumps. 

-Has much less damage potential from low launches 


Ideal Team Position: Either 


Knocking on the door of the top tier of characters (if he's not already there) is Bob, who turned 
plenty of heads at Final Round 17 when TheCoolKid93 used him to win the tournament. Bob's 
large body combined with his mobility can be used to hit opponents from angles and ranges that 
they might not be expecting to get hit from, and some of those buttons lead to full combos. His 
wall carry ability is among the best in the game, and his combos not only do a great deal of 
damage, but they also take plenty of time off the clock due to their long animations and that can 
bait the opponent to get impatient when mounting a counterattack. He has two very good anti- 
airs against forward jumps, his DP headbutt and cr.HP, to shut down enemy offense. 
Furthermore, he has great air attacks of his own with his HK, HK aerial string and the low-angle 
j.HP to catch opponents on whiff into a full combo. He can be played offensively and 
defensively, with his only hole in his defense coming against crossups. You can put him in 
either the front or the back of your team and should be able to reap the rewards of having both 
Speed & Weight. 
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Sample Combos 


hitconfirm 
cr.LKscl.MP, st.LP»b-4#-MP xx dp#LKSLK»LP-4#MP (201) 
(Obar, low, medium) 


cr.LP, cr.LP, cr.HP xx dp#KPLP, st.LP»b-4-MP xx dp#LK2MP, cr.HP xx dp#MK»MP (325) 
(Obar, hard) 


punish 


cr.HP xx dp#KPLP, st.LP»b--MP xx dp#LK2MP, cr.HP xx dp#LK»MP(389) 
(Obar, hard) 


overhead 

(st.LP»b-#-MP)»LP4-MP xx dp#-MK-LP, st.LP»b-#-MP xx dp#LKSMP, cr.HP xx dp#MK2MP (379) 
(Obar, hard) 

(St.MK)2 HP, cr.HP xx dp#K»LP, st.LP»b-4#-MP xx dp#LK2MP, cr.HP xx dp#MK2MP (401) 
(Obar, hard) 


antiair 
dp4#LP»P, walk forward st.LKvst.MK»MP»-HP xx dp4#HP»K (289) 
(Obar, easy) 


juggle 

cr.MP, cr.HP xx dp#-HP2K 

(Obar, easy) 

cl.HP xx dp-#-K25MP, walk forward cr.HP xx dpt-K-MP 
(Obar, medium) 


120 


Move 
FariCiose LP 
Far MP 

Far HP 

Far LK 

Far MK 

Far HK 

Close MP 
Close HP 
Close LK 
Close MK 
Ciose HK 
Crouch LP 
Grouch MP 
Grouch HP 
Grouch LK 
Crouch MK 
Grouch HK 
Jump LP 
Jump MP 
Jump HP 
Jump LK 
Jump MK 
Jump HK 
Launcher "LC 
Cross Cancel 
Fiying Cask 
Guarter Deck 
Double Chapati 


Gautrettes Cutter 


Gautrettes Kick 
Gautrettes Punch 
One Two Punch 
Fast Break 


Course Picante 


Contomo Farce 
Giga Jacker LP 
Giga Jacker MP 
Giga Jacker HP 
Giga Jacker EX 
Spinner Ball LK 
'Spinner Ball MK 
Spinner Ball HK 
Spinner Ball EX 
Lyonnaise Break 
Perfect Press "LC 
Panini Flip 
Cracker LP 
Cracker MP 
Cracker HP 
Cracker EX 
Pound Cake 
Cracker Jacker "LC 
Special Step LK 
“Special Step MK 
Special Step HK 
Special Step EX 
Langue Washer 
Spiral Rocky 
Granchi Cannon 
Apres Sweep 
Cutting Coppa 
Giga Meteo 
Cross Art "LC 


Command 


HP4HK 
#HP4HK (while blocking) 
LP4LK 

beLP4LK 

HK HK (air) 

(far) MK 2 MP 

(far) MK » MP » HP 
(far) MK» MK 

(tar) MK 2 MK» HK 
(far) MK » HP 

LP 2 btMP 

LP » btMP 2 LP#MP 
LP? LK 

LP LKS LK 

d#HK 2 HK 

@HK 3 HKS HK 
OceLP 

acfMP 

Oct HP 

gcf:PP 

heteLK 

hefiMK 

heteHK 

hefiKK 

P during Spinner Ball 

K during Spinner Ball 
d#K during Spinner Ball 
fadfeLP 

tadfeMP 

fddfHP 

fadfiPP 

P during Cracker 

K curing Cracker 
#ddfeLk 

#adfeMK 

adfHK 

LadfiKkK 

LP during Special Step 
MP during Speical Step 
LP4MP during Special Step 
LK during Special Step 
LP4MP during Apres Sweep 
gcf:PPP 

ge MP4MK 


TTercccerrrttttrTrtTT TI 


throw 
throw 


SIrcrcITTTT 


r z 
Teririririii 


"ella 


Titi. 


Damage 
30 
60 
90 
30 
60 
9 
60 
90 
30 
5) 
90 
30 
60 
30 
30 
5) 
90 
40 
70 
100 
40 
70 
90 
100 
120 
130 
130 
30 
30 
30 
30 
50 
70 
50 
70 
50 
70 
30 
10,50 
30 
90 
100 
180 
20x2 
20x2 
20x2 
30x2 
70 
50 
30.25x2 
60 
70 


80 
50,20x2,40 
100 
50 
30 
320 
1504 


Startup Active 


va noncnadaogooooa 


200 


v0. 


Ls osom00g NO NAN GOA NORMAN ON ON SEA BA RORO AA AA AAA BO 


sawo 


)3 


Recovery 

8 

15 

19 

12 

18 

22 

10 

2 

10 

15 

15 

5 

4 

28 

10 

15 

29 
until groundt4 
untilgroundt4 
until groundt4 
untilgroundt4 
until groundt4 
untilgroundt4 

54 

26 

20 

20 
until groundt4 

20 

23 

19 

20 

2 

16 

24 

26 

25 

26 

26 

38 

38 

38 

6214 

18 

18 

18 

18 

19 
2781 on whif) 

29 

29 

23 

23 

28 

24 

26 

23 

23 

23 

18 

22 

“1 

7 

30 

24 

72 

45 


Hit Adv 
15 
13 
13 
o 
A 
A 
EA 
5 
13 
1 
0 
18 
18 
3 
1 
o 
hard knockdown 
“2 
16 
120 
“2 
16 
120 
switeh 
hard knockdown 
hard knockdown 
hard knockdown 
121 
3 
“ 
4 
18 
H0 
2 
4 
Ej 
knockdown 
6 
ground bounes 
knockdown 
knockdown 
knockdown 
hard knockdown 
4 
Si 
4 
18 
foat 
hard knockdown 
Toat 
5 
o 
o 
o 
3 
knockdown 
fioat 
knockdown 
wall bounce 
o 
knockdown 
hard knockdown 
switeh 


Block Adv 
“ 
4 
3 
4 
5 
-6 
13 
11 
5 
“2 
5 
“4 
2 
15 
5 
4 
43 
14 
15 
18 
14 
15 
18 
-34 
“1 


Cancel 
SMEXSA.CA 
SMEXSA,CA 


SMEXSA.CA 


SMEXSACA 
SMEXSA,CA 


SMEXSA,CA 
SMEXSA,CA 
SMEXSA.CA 
SMEXSACA 
SMEXSA.CA 
SMEXSA,CA 
SMEXSA,CA 


BOLA 
SMEXSA.CA 
BOLA 
LA 


SMEXSA.CA 
SMEXSA,CA 
BC.LA 
SMEXSA,CA 


S 


1 0 
2 0 
3 1 
2 0 
2 1 
2 1 
2 0 
3 4 
2 0 
3 4 
3 1 
Asa 
5 3 
5 E 
5 3 
3 3 
33 00 
33 00 
33 00 
33 | 00 
3 3 
3333 
333 011 
3 3 
3 3 
3 3 
3 3 
5 0 
10 0 
3 3 
555, 000,2 
1 2 
3 0 
3 3 
5 2 
3 5 
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Notes 


Hits standing characters on frame 10, Frame advantage based on 2nd active frame 


Ground bounce against airborne opponent 


Grushes crouching attacks frames 1-14, Launches opponent while switching characters 
Inwinerabilty rames 1-11, Resembles LP Giga Jacker 


Knockdown on airborne opponent 
Knockdown on airborne opponent, Doesn't combo 

Knockdown on airborne opponent 

ground bounce on sirborne opponent, Doesn't combo 

Knockdown on airborne opponent 

Knockdown on airborne opponent, Doesn't combo 

Knockdown on airborne opponent 

Knockdown on airborne opponent 

Ist hit: Whilfs on crouching opponent 

Chargeable: 51F for EX Version and 100F for Super Art, Reflects projectiles frames 14-20, Airborne frames 14-34 

Chargeable: 51F for EX Version and 100F for Super Art, Reflects projectiles frames 14-20, Airborne frames 14-35 

Chargeable: 51F for EX Version and 100F for Super Art, Reflects projectiles frames 14-20, Airborne frames 16-36 

Chargeable: 51F for Super Art, Airborne frames 21-42 and 53-90, Projectile invulnerabie until the end of active frames, Ground bounce against airborne opponent 
Whiffs on airborne opponent 

Whifis on airborne opponent 

Whifis on airborne opponent 

Projectile invulnerability frames 1-6 


Airbome frames 18-31 

Upper body projectile invulnerabilty frames 1-35, Airbome frames 36-45 

Upper body invulnerability rames 1-4, strike invulnerability frames 5-6, Airborne frames 5-26, Whiffs on crouching opponent 
Upper body invulnerability frames 1-6, strike invulnerability frames 7-10, Airbome frames 7-27, Whiffs on crouching opponent 
Upper body invulnerability frames 1-8, strike invulnerability frames 9-17, Airborne frames 9-32, Whiffs on crouching opponent 
Invulnerability frames 1-6, Airborne frames 6-26, Whifs on crouching opponent 

stand 2nd active frame whifis on airbome. Ird and 4th active frame cause ground bounce. 

AAirborne frames 18-30 

Upper body projectile invulnerabilty frames 1-21 

Upper body projectile invulnerabilty frames 1-22 

Upper body projectile invulnerabilty frames 1-25 

Upper body invulnerability frames 1-22, Lower body projectile invulnerabilty frames 1-22, 1 point of armor during frames 1-22 
Upper body projectie invulnerabilty frames 1-5 

Upper body projectile invulnerabilty frames 1-17, Airborne frames 20-48 

Crumples on counter hit, Upper body projectile invulnerability frames 1-4 

Upper body projectile invulnerabilty frames 1-30 


77 frames cinematic freeze before attack begins, Projecle invulnerabilty rames 1-23, Airbome frames 8-27 & 41-71, Tracks opponent 
61 frames cinematic freeze before attack begins, Invulnerabilty frames 1-12 


121 


Yoshimitsu 


Strengths 

#Multiple ways to safely tag cancel into his partner (P and K variations of Slap U Silly, Sword 
Poke Windniill) or to continue a combo 

#Possesses a DP with air crush properties that can lead into a full combo. 

#Teleport allows him to advance or retreat guickly 

#Overhead Target Combo can lead to a safe tag cancel on block or hit 

4EX Suicide Tag Combos, if successful, can lead to massive damage 

#j.HP is one of the best high-priority air normals in the entire game and is extremely difficult to 
anti-air 


Weaknesses 

-Lackluster solo combos 

-Not very threatening without meter 

-Struggles offensively thanks to his normal attacks having bad priority, awkward hitboxes, 
limited utility, or all of the above 

-Only his EX DP has ground invincibility 


Ideal Team Position: Point 


Yoshimitsu is a fairly complex character, but not necessarily in a manner that is high execution. 
Most of his buttons are very awkward to use in a traditional sense, and even seemingly good 
hitboxes on his sword-based normals aren't as good as they may appear to be. To compensate 
for this, Yoshimitsu makes due with the other tools he has at his disposal to confound 
opponents. He has numerous ways he can safely tag in his partner, chief among them his 
Sword Poke Windmill that can lure opponents closer to him. This is especially useful as a whiff 
punish on the ground, and sometimes it will even catch opponents in the air. His Overhead 
target combo is another safe tag-in option, and counts as an “off the ground” attack that will 
crush certain low attacks. His j.HP is a powerful offensive weapon, as it is active for a long time, 
starts up guickly, and has a hitbox that completely protects his hurtbox when activated. This 
makes it useful for both jump-in and air-to-airs, and he can get full combos off both. Yoshimitsu 
is also well-eguipped to deal with aerial assaults from the ground, as his DP has air crush 
properties and leads to afollow-up juggle. If you have meter and life to spare, Yoshimitsu's EX 
Suicide into a tag combo can lead to absurd damage, potentially turning the tide of battle into 
your favor. Because Yoshimitsu has so many options to safely tag in his partner, and because 
his own solo damage is lacking, it is best to have Yoshimitsu start the match and utilize his 
assortment of safe tag options to bring his partner into the match. 
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Sample Combos 


hitconfirm 


f#HK»f4 HKSf4- HK, st.MK xx dp-4#HP (238) 
(Obar, easy) 


punish 


st.MK xx dp-4-HP, st.LK, st.LK, st.MK xx dp4#-HP (306) 
(Obar, easy) 


overhead 


f#-MK, st.MK xx dp-#-HP, st.LK, st.LK, st.MK xx dp4-HP (311) 
(Obar, counterhit, easy) 


invulnerable 


dp-4#MP, st.LK, st.LK, st.MK xx dp-#HP (262) 
(Obar, easy) 


antiair 
dp-#-LP, st.LK, st.LK, st.MK xx dp-#-HP (242) 
(Obar, easy) 


juggle 

cl.MP, cr.LP, st.MK xx dp-#-HP 

(Obar, easy) 

cl.MP xx CADC, ci.MP, st.MK xx dp-#-HP 
(Obar, medium) 
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Move 
FarClose LP 

Far MP 

FanClose HP 
FanClose LK 
FanClose MK 
FanClose HK 
Close MP 

Crouch LP 

Crouch MP 

Crouch HP 

Crouch LK 

Crouch MK 

Crouch HK “LC 
Jump LP 

Jump MP 

Jump HP 

Jump LK 

Jump MK 

Jump HK 
Launcher “LC 
Cross Cancel 
Sword Face Smash 
Oni Killer 

Flea 

Flea to Sling Headbutt 
Jumping Flea 

High Jumping Flea 
Dashing Flea 

Flea Release 


Triple Roundhouse Combo 
- "LC 

Poison Wind Bronze Fist 
Poison Wind Steel Fist 
Poison Wind Silver Fist 
Poison Wind Gold Fist 
Poison Breath LK 

Poison Breath MK 

Poison Breath HK 

Poison Breath EX 

Flea to Poison Breath LK 
Flea to Poison Breath MK 
Flea to Poison Breath HK 
Flea to Poison Breath EX 
Gehosen LP 

Gehosen MP 

Gehosen HP 

Gehosen EX 

Suicide LP 

Suicide MP 

Suicide HP 

Suicide EX 

Slap U Sily LP “LC 

Slap U Sily MP “LC 
Slap U Sily HP “LC 
Slap U Sily EX “LC 
Stone Fists LK “LC 
Stone Fists MK "LC 
Stone Fists HK “LC 
Stone Fists EX "LC 
Indian Stance Vacuum Dance “LC 
Sword Poke Windmill 
Sword Poke Windmill EX 
Sword Poke Whirlwind "LC 
Cross Art “LC 


Command 


z 


TxcccSceriririiiitii 


LP4LK 
btLP4LK 

beLK (during forward jump) 
btLK » MK (air) 

@#KKK 

K (during Fiea) 

ub oru or uf (during Flea) 
@,ub or du or duf (during Flea) 
£f (during Flea) 

P (during Flea) 

#HK 

#HK 2 TEHK 

HK 2 PHK 2 FEHIK 

#MK 

#MK 2 MP 

#MK 2 MP bb 

teMK » MP 2 fEMK 

EMK» MP K 

tEMK 2 MP2 K2 P 

hebtLK 

hebtMK 

hebtHK 

hobtKK 

hobtLK (during Flea) 
hcbtMK (during Flea) 
hcb#HK (during Flea) 
hob#KK (during Flea) 
fddfeLP 

fadfiMP 

fadfeHP 

fadftPP 

hob,feLP 

heb,fttMP 

hob,tHP 

hcbftEX 

gcteLP (mash LP to extend) 
gcfeMP (mash MP to extend) 
'gcttHP (mash HP to extend) 
gcftEX 

gcfrLK (mash LK to extend) 
gcf#MK (mash MK to extend) 
'gcfeHK (mash HK to extend) 
gcftEX 

#idsdf or b,d,db#PPP or KKK 
hcbtP 

hcbtPP 

hcbtPPP 

gcfeMP4MK 


throw 
throw 


2artzz 


2x11. 


2 rere les sio rn 


Damage 
30 
80 

120 
30 
60 
90 
60 
30 
60 

120 
30 
60 
90 
40 
70 

3513 
40 
70 

100 

100 

60x2 

130 

130 
40 
70 


40 
70 
50 
50 
50 
70 
50 
50 
50 
70 
80 

100 
110 
70x2 
250 
250 
250 
150x2 
20x2-6 
20x3-7 
20x4-8 
20x7 
20x2-6 
20x3-7 
20x4-8 
20x7 
5,10x7,45 
5,190 
315 
1504 


Startup 
4 
9 
16 


Kn) 


until canceled or hit 


» 
SONNONNO Oo ANasasawuaangog 
5 


Recovery 

9 

17 

23 

9 

17 

28 

12 

8 

15 

20 

10 

15 

30 
until ground#4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until groundt4 

54 

45 

20 

20 
until ground#4 
until groundt4 


31 


107 
27178 
27198 
27198 


27198 
27198 
27198 


HitAdv 
15 
“ 
“ 
43 
43 
foat 
16 
15 
12 
“ 
13 
12 
hard knockdown 
“12 
16 
420 
12 
416 
420 
switch 
hard knockdown 
hard knockdown 
hard knockdown 
#12 
16 
420 
16 
146 


“ 
42 
crumple 
crumple 
0 
# 
crumpie 
crumple 
foat 
oat 
foat 
oat 
crumpie 
crumple 
crumple 
crumple 
O/ self-crumpie 
O / self-crumple 
O / self-crumple 
0 
-2 1 self-crumple 
-2 I self-crumple 
-2 I self-crumpie 
2 
2 
hard Knockdown 
hard knockdown 
switch 


Block Adv 
“1 
3 
5 
4 
4 
A1 
12 


self-crumple 
-8 | self-orumpie 
-8 / self-crumple 
-8 / self-crumple 

Ej 
“40 / self-crumpie 
-10 / self-crumple 
“40 / self-crumple 

-10 

41 

BI) 

A1 

-46 


Cancel 
SMLEX.SA,CA 


SM,EX,SA.CA 
SM,EX.SA.CA 


SM,EX.SA.CA 
SM,EX,SA.CA 
SM,EX.SA,CA 


SM,EX.SA.CA 
SM,EX,SA.CA 
SM,EX.SA,CA 


JP JC JS 
Sa Me (E) 
2:3) AIA 
CE HI PR 
T2 Taji 
PAN ES PI 
3 ja jo 
Pan ea ea 
ah PA 
PN Haka PRGP 
EN WEAR DA 
TAN MAT II 
2 ja jA 
anne 
A3p APA 
Dane lag 
38 0014 
Ae 
2 AA 
CAN UN (SI 
FEE BERI ISI 
1la ja 
PAN MEP Ra 
1la jo 
En Pe 
1jai jo 
Ia en ta 
32 Pat0 
Ad kan uu 
3 j1 jo 
2 IPAL 
300 
2j1lo 
3 j1 jo 
CI REENIAU 
3|3|o 
SNjasao 
3 D3 0 
An era uu 
3|3 lo 
2 BEN U 
43 0 
SNJEsaro: 
3|3 jo 
EA ea Ru 

33 3,3 0 
TN PEN 3 
1laI- 
Nan 

33 03 0 
31pospo 
3 jojo 
SN 
3 jojo 
SNonro) 
3 jojo 
Ag Rn ka 
3jolo 
3.0 0 
CE) KOREAN HA 
3|oj- 
PSN ES ci 


Notes 


Forces standing, Knockdown on counter hit 


Throw invulnerability frames 1-15 


Forces standing, Float on counter hit 


Hits H from frame 5, Knockdown on airborne opponent 


Ground bounce on airborne opponent 
Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerabilty frames 1-10 


Knockdown on airborne opponent 
Knockdown on airborne opponent 
Input £f to dash 

Exits Flea 


Exits Flea 
Forces standing, Knockdown on airborne opponent 
Knockdown on airborne opponent 


Knockdown on airborne opponent, Stagger (415) on crouching counter hit, On Hit: -1 on crouching opponent 
Knockdown on airborne opponent 

Invulnerabilty frames 1-8 

On hit: -11 on crouching opponent 

Invulnerability frames 1-31 

Crushes airborne attacks frames 1-17 

Knockdown on airborne opponent 

Knockdown on airborne opponent 

Knockdown on airborne opponent 

Knockdown on airborne opponent 

Knockdown on airborne opponent 

Knockdown on airborne opponent 

Knockdown on airborne opponent 

Knockdown on airborne opponent 

Airborne frames 11-24, Crushes airborne attacks frames 1-10 

Airborne frames 13-26, Invulnerability frames 1-4 

Airborne frames 13-26 

Airborne frames 11-24, Invulnerability frames 1-6 

Deals 200 damage to himself, Whiffs on airborne opponent, Throw invulnerability frames 1-28 
Deals 200 damage to himself, Whiffs on airborne opponent, Breaks counter moves 

Deals 200 damage to himself, Whiffs on airborne opponent, Projectile invulnerability frames 1-32 
Deals 250 damage to himsel 

Knockdown on airborne opponent 

Knockdown on airborne opponent 

Knockdown on airborne opponent 

Knockdown on airborne opponent, 1 point of armor during frames 1-14 

Knockdown on airborne opponent 

Knockdown on airborne opponent 

Knockdown on airborne opponent 

Knockdown on airborne opponent, 1 point of armor during frames 1-14 

Invulnerabilty frames 1-29 

Chargeable: 51F for EX Version and 100F for Super Art, Knockdown on airborne opponent 
Chargeable: 51F for Super Art, Knockdown on airborne opponent 

63 frames cinematic freeze before attack begins, Invulnerability frames 1-8, Projectile invulnerability frames 9-64 
62 frames cinematic freeze before attack begins, Invulnerability frames 1-10, Airborne frames 1-37 
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Raven 


Strengths 

high damage output 

4#cr.mk low profiles many standing attacks and can be comboed from 

4cr.MK can trip jumping approaches into a full combo 

#multiple ways to achieve juggle state meterless (gcbtP ora CADC'd cr.HP) 

ta CADC'd cr.HP is not particularly disdvantageous on block, allowing Raven to either confirm 
to a full juggle combo or continue pressure 

#normal attacks have decent priority and hitboxes for either close or mid-range combat 
#Very strong in fireball wars thanks to being able to teleport next to an opponent for a full 
combo punish as well as throw fireballs himself 

ta boosted far s.HP has significant pushback and is difficult to punish for many characters 


Weaknesses 

-Lacking a reliable reversal as his EX Teleport Divekick is not safe on block nor can it be tagged 
from to make it safe 

-Difficulty retreating if he is low on health and it's his obvious best course of action 

-High-low game off of Target combo is very risky as both the overhead and low options are 
unsafe on block, and both options can be fuzzy guarded thus negating its use as atrue mixup. 
-Alpha Counter is slow and can be blocked easily, and recovery is too long to tag freely into his 
partner if he is low on health. 


Ideal Team Position: Either 


While one would think having a projectile as good as Raven's would mean he's strictly a zoner, 
this is just one facet of the ninja's attack plan. While his projectiles are strong, especially if he 
can use them in the air to create a ceiling that forces the opponent to stay on the ground, Raven 
excels at close range combat thanks to an excellent set of close-range buttons ideal for hit 
confirms and low profiling enemy attacks. His meterless damage output is well above average if 
he is able to use his cr.HP CADC'd into combo enders, and even the cr.HP CADC'd into itself is 
very difficult to punish on block which means Raven can continue pressuring the opponent up 
close. Even if you decide to play him as a traditional zoner, Raven is very dangerous in fireball 
wars thanks to his ability to teleport and counter if an opponent throws a projectile back at him. 
His teleport is also very useful in chasing down raw tags from any distance, ensuring that he is 
always on the offensive. With all of these options at his disposal, Raven's primary failing is 
shifting momentum if he finds himself on the defensive: his main reversal costs meter and is not 
safe on block, nor can it be tagged from. His Alpha Counter comes out slow and sometimes 
won't hit in full even if he lands a successful hit, and while his teleport is fast, it does not take 
him very far and can be chased down easily if he telegraphs it. However, his versatility allows 
him to be played in either position, so place him on your team as you see fit. 
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Sample Combos 


hitconfirm 


st.LP, st.LP, cr.MP xx gcb-#-P, cl.MP, cr.HP xx CADC, cl.HP xx gcf#-HK (354) 
(Obar, midscreen, medium) 


punish 


cl.HK, cr.MP xx gcb-#-P, cr.LK, cr.HP xx CADC, cl.HP xx gcf#-HK(436) 
(Obar, medium) 

cl.HK, cr.MP xx gcb-#-P, cl.MP, cr.HP xx CADC, ci.HP xx gcf-HK(457) 
(Obar, midscreen, hard) 

cr.HP xx gcb-#P(delay), cr.HP xx CADC, ci.HP xx gcf#-HK (435) 
(Obar, midscreen, medium) 

gcf-#-PP, cl.MP, cr.HP xx CADC, cl.HP xx gcf-#-HK (385) 

(1bar, easy) 

gcf-#-PP, st.HK, cr.HP xx CADC, cl.HP xx gcf#-HK (415) 

(1bar, easy) 

gcf-#-PP, gcb-#-P, cr.HP xx CADC, cl.HP xx gcf#-HK (445) 

(1bar, midscreen, easy) 


low 


cr.LK, st.LP, cr.HP xx gcb-#P(delay), cr.HP xx CADC, ci.HP xx gcf-HK (375) 
(Obar, hitconfirm, midscreen, hard) 


juggle 

cl.MP, cr.HP xx CADC, ci.HP, xx gcf#-HK 

Works from all tags and launchers, may have to hold forward on cl.MP 

(Obar, easy) 

gcb-#P, cr.HP xx CADC, cl.HP, xx gcf#-HK 

Works tagged from all groundbounce moves, certain air moves and from Vega's launcher 
(Obar, height-specific, character-specific, medium) 
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Move 
FariCiose LP 
Far MP 

Far HP “LC 
FariClose LK 
FariClose MK 
Far HK 

Close MP 
Close HP 
Close HK 
Crouch LP 
Crouch MP 
Crouch HP 
Crouch LK 
Crouch MK 
Crouch HK 
Jump LP 
Jump MP 
Jump HP 
Jump LK 
Jump MK 
Jump HK 
Launcher “LC 
Cross Cancel 
Orbiting Moon 
Dark Matter 


Stormbringer 


Skuli Smasher 

Skull Smasher Feint 

Skull Smasher Feint Low 
Crossed Ninja Stars LP 
Crossed Ninja Stars MP 
Crossed Ninja Stars HP 
Crossed Ninja Stars EX 
Crossed Ninja Stars (air) 
Crossed Ninja Stars EX (air) 
Haze (forward) 

Haze (backward) 

Alter Ego LK 

Alter Ego MK 

Alter Ego HK 

Aiter Ego EX (LK version) 
Alter Ego EX (MK version) 
Alter Ego EX (HK version) 


Wind Cross "LC 
Wind Cross 2nd hit 
Wind Cross EX 

Wind Cross EX 2nd hit 
Doppleganger 

Cross Art 


Command 


LP4LK 
b#LPALK 

MK 

MK » MK or HK 
btMK 

b#MK » LK 

btMK 2 MK 

b#MK » HK 

acteLP 

acttMP 

acttHP 

acttPP 

'acftP (neutral or foward jump) 
acftPP (air) 
fd,df#PPP or KKK 
bid,dbtPPP or KKK 
aofeLK 

acf#MK 

acteHK 
acfeLKEMK 
aefeLKtHK 
OcfMKtHK 


gobtP 
P during Wind Cross 
gobtPP 

P during EX Wind Cross 
obtPPP 

acf#MP#MK 


z 


it 


TrgzzczzzrrrrIITITTrTtITTIT 


throw 
throw 


Jeli ariel 


Tartsri 


trit 


Damage 
30 
60 
90 
30 
60 
90 
60 
90 

50x2 
30 
60 
90 
30 
60 
90 
40 
70 
10 
40 
70 
10 
100 
120 
130 
130 
60 
60 
50 
70 
50 
110 
60 
60 
60 
100 
60 
60 
130 
120 

100,50 

110 
90 

50x2 


30x4/120 
120 
50,50 
100 
330 
1504 


3 
9 
15 
6 
7 
13 


kan 


OnnawawNGwBwwS awan 


Startup Active 


3 


DWN WN NN ON 


Recovery 

1 

14 

27 

1 

14 

2 

13 

24 

16 

6 

15 

30 

1 

17 

30 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 
until ground#4 

54 

30 

20 

20 

16 

19 

19 

7 

24 

16 

20 

26 

30 

22 
until ground#4 
until ground#4 

37 

45 

24 

30 

26 

23 

29 

30 


35 
53 
34 
59 
26 
45 


Hit Adv 
18 
43 
5 
42 
12 
“ 
15 
2 
16 
18 
“ 
float 
43 
4 
hard knockdown 
12 
#16 
t20 
#12 
#16 
t20 
switch 
hard knockdown 
hard knockdown 
hard knockdown 
43 
A 
#2 
12 
ground bounce 
hard knockdown 
#10 
14 
() 
float 
AR. 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
wall bounce 


float 
knockdown 
knockdown 
knockdown 
hard knockdown 


Block Adv 


12 
4 
0 
2 
2 
5 
Pa 
7 
0 
14 
3 
“2 
A 
5 
43 
14 
15 
18 
14 
15 
18 
-34 
“6 
3 
5 
8 
4 
5 
4 
47 
Pa) 
3 
18 
#19 


Cancel 
SM.LEX.SA,CA 
SM.LEX.SA.CA 


SM.LEX.SA,CA 
SM.EX.SA.CA 


SM,EX.SA,CA 
SMLEX.SA,CA 
SM,EXSA,CA 
SM,EX.SA,CA 
SM,EX.SA,CA 


SMLEX.SA,CA 


JP Jc 
4 1 
2 1 
3 U 
1 1 
2 4 
3 1 
z 4 
3 1 

Sei Mai 
1 1 
2 4 
3 2 
1 1 
2 1 
3 4 
1 1 
z. 4 
3 1 
4 4 
2 1 
3 1 
3 2 
3 1 
3 4 
1 1 
1 s1 
1 1 
Ti 4 
3 1 
3 4 
3: 1 

33 | OA 
3 1 

3350 
3 1 
3 51 

66 22 
3 4 
3 1 

CN MG 

3AAA 10,0,0 
3 4 

AL AA 
1 1 
3 1 
3 5 


JS 


ASAM ERCNSASREAERERERE 


' cooo000000001 


coooo0o:| 


Notes 


Crumpie on standing counter hit 
Head and above strike invulnerability frames 1-6 
Forces standing, Kicking leg crushes airborne attacks frames 13-16 


Forces standing, Knockdown on airborne opponent 


Throw invulnerability frames 3-20 


Ground bounce on airbome opponent 
Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerability frames 1-19, Resembles HK Alter Ego 


'Airborne frames 7-22, Knockdown on airborne opponent 

Stagger (34) on standing counter hit, Knockdown on airborne opponent 
Knockdown on airbome opponent 

Doesn't combo 

Doesn't combo 

Knockdown on airborne opponent 

Knockdown on airborne opponent 

Knockdown on airborne opponent 


Knockdown on airborne opponent 
Invulnerability frames 1-30 
Invulnerability frames 1-30 


Lower body projectile invulnerability frames 27-34 


Projectile invulnerability frames 1-26 

Invulnerability frames 1-22, Lower body projectile invulnerability frames 23-30, Airborne frames 12-31 

Chargeable: 51F for EX Version and 100F for Super Art, Projectile invulnerability frames 11-18, Last 4 active frames do 
120 damage, but cannot cancel into 2nd hit follow-up 


Chargeable: 51F for Super Art, Invulnerability frames 1-6 
55 frames cinematic freeze before attack begins, Invulnerability frames 1-8 
64 frames cinematic freeze before attack begins, Invulnerability frames 1-9 
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Xiaoyu 


Strengths 

#Divekick (gcf--K) is highly advantageous on block (-13) 

#cr.hk has air crush properties and can be cancelled into a full combo utilizing AOP Stance cancels 
4#cr.Ip is a 3f startup attack that can link into full combos or begin high/low pressure. 

#Very strong high/low game as both overhead and low combo starters are or can be made safe on block 
to continue pressure 

#Several strong hit confirms that can lead to full combos 

#Decent tag synergy 

4Can prevent an opponent from rolling out of pressure on hard knockdown, allowing her to continue mix- 
up pressure 

#Strong wall carry 


Weaknesses 

-Low health total at 900 

-Lacks a reliable reversal to alleviate pressure applied to her 

-Normal attacks have small hitboxes necessitating close offense 

-Has difficulty approaching an opponent from a distance thanks to a slow jump and her best movement 
options vulnerable to recovery on whiff 

-Has totake risks at neutral to start an offense 


Ideal Team Position: Anchor 


Don't let her small size fool you: Ling Xiaoyu is a character who can bring the pain in a hurry and ensure 
that she stays in an opponents face at all times to keep them on the defensive. With a lethal high-low 
game where both options are safe and lead to big damage, Xiaoyu has little difficulty creating openings to 
deliver hits. What makes this even more devastating is that Xiaoyu can easily get a hard knockdown on 
opponents where she can lock them down through clever use of her Rain Dance stance, rolling over the 
opponent's fallen body again and again and preventing them from rolling away from her pressure. If they 
decide to stand up regularly, Xiaoyu can go right back to the high-low games, catch them California Roll's 
followup K for a full juggle, use EX Back Layout (gcb-KK from Rain Dance) for a hard knockdown now 
that keeping them pinned with corpse hopping keeps them from rolling out of range, or just throw them 
and remain in optimal position to pressure them. This can make her especially dangerous in the corner, 
where she can hop over them at will and throw them when they try to roll away only to not go anywhere. 
While she is not completely helpless defensively thanks to being able to combo off of an air crushing 
cr.HK, her buttons and tactics are really only good while up close. Therefore it's best to place her as an 
anchor character so that her approach can be covered by another character more eguipped for 
encroaching on an opponents territory and tagging herin. Once Xiaoyu is in, there is not much that can 
be done to stop her short of a well-timed reversal and guessing correctly on her mixups. 
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Sample Combos 


hitconfirm 


cl.LP, cl.LP/st.LP, cr.MK xx d-#-PPP, AOP P, st.MP xx gcb-#-MP, gcb-#-LP, gcf#-LP/cr.HK (310/305) 

(Obar, easy) 

st.MK, ci.MP(2) xx d-#-PPP, AOP P, st.MK, cl.HP xx d--PPP, AOP cancel, cr.MK xx gcb-#-MP, gcf-#-LP/cr.HK 
(369/364) 

(Obar, hard) 

cr.MP, cr.HP xx d-#-PPP, AOP P, walk forward st.MP xx gcb#-MP, gcb-#LP, gcf#-LP/cr.HK (384/378) 
(Obar, medium) 


safe 


cl.HP xx d-#-PPP, AOP P, st.MK, cl.HP xx d-PPP, AOP cancel, cr.MK xx gcb-#-MP, gcf-LP/cr.HK 
(393/387) 

(Obar, punish, hard) 

RDS K, RDS cancel, cr.MK xx gcb-#-MP, gcb-#-LP, gcf-LP/cr.HK(344/335) 

(Obar, medium) 


overhead 


f#-MK, cl.HP xx gcb#-MP, gcb-#-LP, gcf--LP/cr.HK (344/335) 
(Obar, easy) 


yolo 


RDS gcf#K»K, RDS cancel, cr.MK xx gcb-#MP, gcb-#-LP, gcf--LP/cr.HK (384/375) 
(Obar, medium) 


juggle 
cl.HP xx gcb-#-LP, gcb-4#-LP, gcf-#-LP/cr.HK 
(Obar, easy) 
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move command Mit Damage Startup Active Recovery mraay Blook adv Caneat F3 3 Jan 
Farup HO 20 5 2 D pi Es SMSSACA 1 Ne 
Fara H0 0 2 2 a 5 SMEXSACA 2 1 tt 
Farup moon 8 7 a 3 p 3 ae SA 
Far LK H9 7 2 1 :2 2 1 1 ik 
Far TPT HA n) 12 1 Ea 5 z Kana (1 
Par HK H0 2 2 1 keockedoun - 3 H4 Wnfison crouching opponent 
Goso LP Ha 4 3 8 : 12 smaxsaca 1 Thr 
Case MP Ho 308 5 22 Ira 2 2 SMEXSACA 22 1 jak 
GosotP H0 & 2 2 Kai & SMExsaca 3 Tn 
Gosok H3 4 3 9 1 - 1 1 ot 
os MK Heo 7 a 1 - A SmExsAca 2 kie a 
Gosok «9 | n 3 2 - 4 3 1 ak 
Grouch LP Ha 3 3 p 1 P1 SMSKSKCA ar 
Crouen MP HL 302 6 21122 1 1 Pai 22 1 ab 
Crouen HP Ha 8 s 25 5 a0 smexsaca 3 HA (roreosstanding 
rouah LK TE RESI 4 3 1 - 3 SMExSacA 1 elit 
Grouen MK Leo 8 3 2 3 3 SMEXSACA 2 A3 
Grouen HK H7 8 2 3 hard knookdown a SMEXsaca 5 211 Fioaton arbome opponent 
“Jump Up LP mao 8 5 uni gounde4 "12 1 5 Fi De 
ump Up MP m7 8 5 uni gounde4 : 15 2 1 lak 
Jump Up HP Moo 0 3 until gounde4 120 38 5 3 Aa UD 
ump Up LK mod 7 7 url gounde4 par) sa Fi 1 olah 
ump Up MIK m7 8 2 urti gounde4 16 18 5 2 Tn 
ump Up HC Mo 7080 10 Eng url gounde4 :20 :8 33 1 ab 
Jump Disgonsi LP MT A0 7 8 url gounde4 1 sa 5 1 an 
ump Diagonal MP m7 8 3 url gounde4 8 1 2 ar 
“ump Diagonal HP m1009 3 uni gounde4 x20 3 E 3 ng 
“Jump Diagonal LX mao s 10 url gounde4 2 sa 1 1 at 
“ump Diagonal MC ) 7 5 uni gounde4 6 15 5 2 Ik: 
“Jump Diagonal HC Mo 6020” 9 suoa uni grounes4 120 s8 33 1 A5 
Launoner LC Hpsak HO 100 2 sa ton 3 5 3 2 Gruahes erouching atoks tames 1-14, Launches opponent while swteting charciors 
Cross Cancel '2HP-TIK (who bieking) Ho 10 | 21 2 2 ground bounce 2 : 5 Inwunerablty ramos 1.22, Rasombies Cyanide 
Indo up Ihrow 1905 2 2 hard knodkdown : 5 5 SN PA 
So Shoe Me DLPNK Imraw 1305 2 20 hard knoakdown : 3 Enda in Rain Dance 
Oyanide Pam TT Ds Da DP a 15 round bouncas 2 - E 1 Or |Aitbome kames 8-28, Hi erouehing opponenl on rame 21 
Stoming Flower gebip H0 5 4 2a kenockown - s B0 | 0 “Atok nulifes 1 projocio hit 
Fortune: gdemp TI BD B2 P) 18 2 ri 5 5 30. Endsin Rain Dance, Knockdown On ifbons OppoNai 
Fortune 2nd hit P during Fortune H0 7 pl 2 knock 3 8 3 lor 
Famune Cookie genp H20g10 12 zone 2 0 7 5 555 3g | 0 Endsin Rain Dance, Knockdown on sitbomis Opponant 
Fortune Cookie 2nd Hit P during Fotune Cookie H0 2 pi 18 2 0 s 0 Endsin Rain Dance 
Fortune Cooke rd Hit ( during Fortune Cooko 2nd ii TN “NA CI 2 kessekaown 3 5 s 00 Eta Rain Dance: 
Fortune Cook EX Gpp H0 7 2oum 2 “0 7 555 aga 0 Enasin Rain Dance, Knockdown on sitboms opponent 
Fortune Cooke EX 2nd Hit (P during EX Fortune Cookie TB PR ri 1 ES Ci E s H0 Endsin Rain Dance 
Famune Cookie EK Ind P during Fortune Coke 2nd ht H0 7 2 “wal bounee 3 3 30 Exts RanDance 
genk Ho aoa ag 8 hard knoakdowni Era) 5 ( Endsin Rain Dancs on BIGEklwhif Upper body Invulherabily rames 1-13, Arborme rames 1448, Knockdown Gn airberna Oppoheri Bulan srangih elormihesihe dislahes 
SeraKk Mo 304 29 8 ground bounes Bi (0. Upper body inerabis and lower body project Ivulnorabilt rames 1.7, Arborneframes 8.86. Tracks opponeni, Knockdown on sirborna opponent 
ap Hse 25 Fi 2 5 (  Ohargesbis: SIF for EX Voslon and 10OF for Super Ari 
aoeMp Ho 00 | 2 2 - - s (. Ghargoabie: SIF or EX Version and 1OOF for Super An 
Gee Ho s0e 2 : & 5 (0 Ohargobie:SIF or EX Version and 1OOF for Super Ani 
Haktesno EX "LO (onhit) — gco-PP H 402200 25 201250 wittbock 3 & 3 (0. Ghargeabis: S1F for Supar Ar Invunerabilly rames 1-15, Ist it: Knockdown on irboma opponeni, rd and dih his: Only oecur if 2nd it connocis & Forva sianding, 3rd hi: Re-alanda rborne opponent 
(PhoenitStanes: dppp Ie es 8 : 2 E 5 5 Ea 
Wave Crast "LC P (urng Phoenix Stanee) NN.) 7 3 2 #oat 3 0 
Wave Crast EX "LC PP (during Phoenix Sines) H0 3 2 oat 3 5 0. wunerablty rames 16 
Doubie Map Sweep LK LK (ding Phoari Stanco) Li | 2 32 hard knodkdown 2 o- 
Doubie Map Swoep MC MK (dung Phosris Stanco) Loe an 2yigg2 3 hard knockdown & 5 ON 
Doubie Map Swoep HK 14k (during Phoonx Stance) Log 290102 38 hard Knockdown Pj o- 
(Doubie Map Sweep EX IK (during Phoenix Sanca) usa | 2a9pcn2 2 Pri “ 5 0 
Flower Power LK "LC 9ebLK (duing Phoenis Stance) Ho 00 210 2 - 4 (0. Aibome rames 14-33, Knockdown on borma opponent 
Flower Power MK LC Gc62MI (during Phosris Stance) Hi 30a 2 2e0pK22jaIai2 2 3 21 5 ( 'Aibome rames 17.37. 51-59. Knockdoum on sirbora Opponahi 
Plawer Power HK “LC Geber (durng Phoonix Stance) Ho 206 28  2ej2l22naropap 2 - 0 (0 'Aibome tames 21-11, 5:72. 88.107, Knockdown on arborna opponeni 
Piawer Power EX LC @cbeKK (during Phoenix Sianco) Ho 2040 18 | 2e222pofonmp 2 goud bounes 4 5 ( 'Aitome rames 18-34! 4.66. 81-100. Knockdown on arborna pponent 
Phoanix Talon LK @GI1LK (ouring Phocric Stanco) Hoa 5 46122110)2 2 knock 2 .Stnka mvulerabity rames '-5, 2nd Tit and Ar Ii: Wifi on ereucning opponer 
(Phoenix Talon MK SMK (ding PhocnieSianco) H-102503 a22 20 kenoekdown 23 2 (0 Sinka munerabity rames 6.8, 2nd Fit and Sr Pit WPS on eroucing opponent 
Phoanix Talon HK citiK (during Phoenix Stanco) Ho sa 8 a22110)2 3 keekdoun 7 : Sie mulnorabity rames &.8, 2nd Fit and Sr Pi Whifaon erouching oppnent 
Phoanix Talon EX @csKK (ouing Phoenix Staneo) H1 s0220 7 “62212 3 kenekdown 3 2 O. Imvinerablty ames 1-10, 2nd It and Sr hit Wrifson crouching cpponent 
Rain Dance: BEKKK 2 z 2 5 5 - 
Wis LK LK laring Rain Danes) 2) 7 3 2 test 2 5 1 Remisi one projie hoon fames 720 
Mira MC MK (aing Rain Dance) Ho 2 3 2 taat 2 1 Roteci one projectie ata 15 degras ang irames 12-14 
Mituat HC tk (during Rain Dance) Pa “Nam 3 2 toat Eni F 1 | Retecis one projecte ata B0 degras ange rames 15-17 
Muat EX IKK (during Rain Dance) H1 8 3 2 taat F1 1 Rofecis one project horizontal rames 8-10, Invuinerabiltyframes 1-10 
Dar & Stormy P urng Rain Dance H1 30280-10 saga 32 taat “8 5 333 #18 Or Last it Raos one projecle during acive rame 
Dark & Siomny Ex PP (during Rain Dance) Ho 40280 10 akarnya 32 taat H8 333 H13 | 0 Amor rames 1-5. Lai hit Refecis one projecle during active ramas 
Tumot Fortune P batre Ts Iitot Dar & Stormy HW 30204 13 3nsgapup 2 - 2 5 3g333 | a0ol03 | 0” Boginsonirame 1 ol Dark & Siormy,InputdIoendin Phoanix 
Tumot Fortune EX PbaforetsthitolEX Dark Siomy Ho 4030x4  13 3uspepun 3 -1GtOlfohangingstanee) -1261ilchangngstance) Phoeni(d) 33333 00003 0 1 pontof amor during rames 1-51 
Caltomia Ra etek (during Rain Dane) 2 Pa 10 5 2 : 5 5 - aan Renita 
Caltamia Rol EX AGIKK (aing Rain Dance) 1 2 3 2 5 “Stnke inninerablty rames 1-26 
Orelona Lan IK during California Rol m1202 s 2 taat “ : 3 0 
Back Layout "LC eos (dunng Rain Dance) Mo 18080 25 10 Tua hard knoakdown - 3 4 H0 Airbome hames 15-37, Buton Srongi delormines distance 
(Back Layout EX “LO 9cbKK (during Rain Dance) Mo 18015025 10 17 hard knoakdown 7 5 “ 1 or |Aitbome kames 15:37, Tracks opponent 
Back Layout Pant Kauring Back Layout 5 Until gound:7 z 3 5 5 
Haktosno Combo LC @coePPP HW 10280 0 273 3 hard knoekdown “as De anasera Aa, (TI kames inomalis rosse bere stack beging, InvulhoraI Famas 1-10 3rd-Th te ON Gecur f2 Pi Gone, Sr & Gk ii Re-ands Brborna GppOnen, Goes into Im Se ih Pil 
Cross An LC Sebupank Ho As 9 2 sa men 30 3 75 rames cinemat reeza beloro atack bagas, Invunerabltframes 1-10 
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Jin 

Strengths 

#j.HK is an ambiguous crossup with a deceptively large hitbox and short startup that gives it air-to-air capabilities as 
well 

this main juggle starter, Special Step LP, is only -4 on block and hits both standing and crouching opponents 
#Several blockstrings and frame traps he can use to confirm into combos and pressure 

#Rarely needs to commit fully to his approach as he can cancel his special step into a guick backdash, utilizing a 
launching attack that is safe on block, and has a double-hitting raw launch that can be tag cancelled safely in case 
the opponent blocks. 

#Strong zoning ability with orbs 

#Able to challenge opponents' pokes with Power Stance (gcbtP) which has up to 4 points of armor from frame 3, but 
does not receive damage, and can be canceled into his other specials 

4Strong anti-air ability with cr.HP and d-KKSLK both having the air crush property, the former having a big enough 
hitbox to score freguent counter hits and the latter causing a juggle state 

#Idle meter building ability due to Power Stance and Special Step generating meter on execution 

Excellent Wall carry 

4#His main reversal, Mental Alertness into MP, is safe on block and can lead to a full combo on counter hit 

#Mental Alertness has very little risk involved when used in neutral, thanks to the priority and guick recovery of 
several of his attacks. 

#Can be played offensively or defensively thanks to a variety of attacks that cover both options. 


Weaknesses 

-Very high-execution character as his best combos reguires guick cancelling into awkward, similarly-assigned special 
attacks, CADCs with a small window for juggling, and a command dash that can difficult to cancel into consistently. 
-Somewhat weak against neutral jumps as none of his wakeup options deal with it consistently 

-Many of his special attacks have long startup and/or recovery on whiff 

-High-low game is not as strong as other characters as his overhead reguires multiple difficult links to convert into 
damage and safe confirms if blocked. 

-Does not have very strong poking normals 

-Lacks an invincible reversal 


Ideal Team Position: Either 


The closest thing the Tekken saga has to a regular protagonist enters Street Fighter x Tekken v2013 with an answer 
to practically any situation he might find himself in, and any playstyle he chooses to utilize in his matches. His Mental 
Alertness stance (d-KK) can be used at will to react to whatever the opponent tries to do while it's active. The LK 
ender is a fast anti-air that leads to a strong juggle, and the MP ender is safe on block and leads to a LONG stun on 
counter hit that lets him land afull combo. In the air, his j.HK has an outstanding hitbox and priority, and can even be 
usedas a crossup attack. Because the most is so dangerous, Jin can catch opponents off-guard with it due to its 
directional ambiguity. His buttons have decent range to them and can be used to link into full combos starting with 
his Wave Dash into LP, which is only -4 on block. Jin has the ability to make almost any offensive approach safe 
thanks to several frame advantageous moves and even the ability to guickly cancel a wavedash with a fast backstep, 
which can be very frustrating against opponents looking to fight back as they risk getting whiff punished. Jin has 
everything he needs to dominate the match no matter what side of ateam he is on, and is only left vulnerable if he 
leans too heavily on certain tactics and becomes predictable. Infiltration won EVO 2013 with him for a reason, and 
its not hard to see what those reasons are. 
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Sample Combos 


hitconfirm 


cr.LP, cr.LP, cr.HP xx CD2LP, st.MK xx gcb#-P xx f,b,f#-HP(295) 
(Obar, medium) 
Cr.MP, b#MP2LP xx CDPLP, st.MK xx gcb#P xx f,b,f-#-HP (339) 
(Obar, medium) 


buffer 


cr.MK xx CD2LP, st.MK xx gcb4#P xx f,b,f4-HP (287) 
(Obar, low, medium) 


safe 


st.HK xx CD2LP, st.MK xx gcb#P xx f,b,f#-HP (317) 
(Obar, medium) 


punish 
cr.MP, cr.HP xx CDSLP, st.MK xx gcb4#P xx f,b,f#-HP (342) 
(Obar, medium) 


overhead 


f#LKSLPSLK, cr.LP, cr.HP xx CDSLP, st.MK xx gcb4#P xx f,b,f4-HP (290) 
(Obar, medium) 


antiair 

d#KK2LK, btMP2LP xx CADC, cr.MP, cr.HP xx CD»MP (377) 
(Obar, medium) 

cr.HP, st.MK xx CD»MP (276) 

(Obar, counterhit, medium) 


juggle 
b-#-MP-3LP xx CADC, cr.MP, cr.HP xx CD» MP 
(Obar, medium) 
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Move 
FarLP 
Far MP 
Far HP 
FarLK 
FarMK 
Far HK 
Close LP 
Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Crouch LP “LC 

Crouch MP 

Grouch HP 

Grouch LK 

Grouch MK 

Grouch HK 

Jump LP 

Jump MP 

Jump HP 

Jump LK 

Jump MK 

Jump HK 

Launcher “LC 

Cross Cancel 

Tidal Wave 

Over the Shoulder Reverse 


1 


'Shun Masatsu 

Left Right Combo 
Inner Axe 

“Spinning Hook Kick 


Kazama Siyie 5 Hit Combo 


Kazama Style 6 Hit Combo 
Penetrating Fist 
Penetratng Fist EX 

Median Line Destruction LP “LC 
Median Line Destruction MP 
Median Line Destruction HP 
Median Line Destruction EX 
Power Stance LP 

Power Stance MP 

Power Stance HP 

Power Stance EX 

Special Stop 

Thrusting Uppercut 

Right Roundhouse Punch 
Lunging Low Roundouse Kick “LC 
Spinning Flare Kick: 
Spinning Flare Kick 
Backdash (special step) 
Mental Aleriness 

Let Drill Punch 

“Swinging Fist Strikes 
Swaying Willow 

Leaping Side Kick 

Right Sweep 

Devil Beam 

Cross Art"LC 


Command 


HP3HIK 
#HP4HK (uhile blocking) 
LPHLK 

beLPrLK 

bsMp 

b#MP» LP or HP 

(tar) LP » MP 

(tar) LP » MP2 LK 

(tar) LP 3 MP3 MK 

LP LK 

LP» LK» MP 

LP» LK MP3 LP 

LPS LK» MP3 LPS MK 
mk 

MK SLP 

MKP LPS LK 

MLKS LPS LKS MP 
LKS LP» LK» MP2 LK 
LKS UPS LK» MP 3 LK 3 MK 
acteP 

acrPP 

#bdeLP 

#bfeMp 


acbtPP 
Indar 


LP during Special Stop 
MP during Special Step 

MI during Special Stop 

IKK during Lunging Low Round House Kick 
LK#MK during Special Step 

bb during Special Step 

KK 

LP during Mental Aleriness 

MP or HP during Left Dil Punch 

MP or HP during Mental Aleriness 

LK during Mental Aleriness 

MIK or HK during Mental Altemess 
acrPPP 

af MP3MK 


z 


a57 
2-xz11- 22-z1- | xx1r xrzrzrorrz12rIx)rros22z2rr-arirrnonnrrrt 


z 


Damage 


502060 
50.20.20,60 


50,20.20.2060 


50,20.20,60 


Startup 
E 
9 
Eu 
8 


17 
18 


a a E #nlololalalal 


22) 
amanat) 
2memamargs 
amanat) 


21612 


Recovery 


14 
22 
Unli grounde4 
until ground 4 
unti ground#4 
until grounds4 
until grounde4 
until ground 4 
40 
18 
20 


18 


SS86341688883580 


Hitadv 

18 

19 

15 

15 

“2 

12 

16 

“ 

Kei 

16 

16 

15 

#8 

9 

12 

16 

15 
hard knockdown 

"12 

116 

120 

s12 

116 

120 

switoh 

hard knockdown 
hard knockdown 
hard knockdown 

“8 

o 

15 

& 

12 

Kei 

o 

16 
Iard Knockdown 

& 

4 

“ 

) 

16 
hard knockdown 

knockdown 

48 
hard knockdown 
hard knockdown 
hard knockdown 

wali bounce 


Hoat 
hard knockdown 
hard knockdown 
knockdown 
kenockdown 
12 
kenoekdown 
12 
Toat 
hard knockdown 
hard knockdown 
switeh 


Block Adv 
12 
15 
0 
“ 
2 
3 
12 
o 
4 
12 
12 
0 
“ 
15 
4 
“2 
“ 
E 
“ 
15 
#8 
" 
15 
18 
2 
12 


SMEXSACA 
SMEXSACA 
SMEXSACA 
SMEXSACA 
SMEXSACA 


SMEXSACA 


SMEXSACA 
SMEXSACA 
SMEXSACA 
SMEXSACA 
SMEXSACA 


SMEXSACA 
SMEXSACA 


SM(not Power Stance).EX.SA,CA 
SM(not Power Stance).EX.SA,CA 
SM(not Power Stance).EX.SA,CA 
SM(not Power Stance).EX.SA.CA 


33 
2 1 
1 1 
2 1 
1 1 
2 4 
1 1 
pi 1 
1 1 
2 1 
1 1 
1 1 
1 1 
2 1 
1 1 
2 1 
3 1 
Ia ami 
122 OA 
1223 OMA 
12234 ORA 
12834 1 OA 
3 3 
5 5 
3 3 
3 3 
3 3 
3 3 
3 3 
3 3 
3 3 
3 3 
3 & 
33 33 


Notos 


Forces standing 


(Orushes erouching atiacks frames 1-14, Launchas opponent while swilching Gharacters 
Invulnerabilty frames 1-9, Resembles Thrusting Uppercut 


Forces standing, Doesnt combo with rest of sting 
IKnockdowm on airborne opponent 

IKnockdown on airbome opponent 

IKnockdawn on airborme opponent 

Forces standing, Float on airborne opponent 

"Knockdown on airbomme opponent 

IKnockdown on airborne opponent 

IKnockdown an airborme opponent 

IKnockdowm On airborme opponent 

Chargeable: 51 rames for EX Version and 100 frames for Super Ar. Projectle remains active for 49 frames, Button sirength determines distance 
(Chargeable: S1F for Super Art, Projectles remains active for 69 frames each, Butlon combination determines distance 


'Absotbs stike and projoctles frames 3-13, Cancolabie frames 3-18 

'Absotbs strike and projectles frames 3-18, Cancolabie frames 3-22 

'Absotbs strike and projoctles frames 3-33, Cancolable frames 3-37 

'Absorbs strike and projectles frames 1-26, Cancelable frames 11-31, Granis ex sifack counter hi properies 
Upper body projectie invulnerabilty irames 1-28, Input rames 1-28 

Upper body projectie invulnerabilty ftames 1-8 

Upper bogy projectie invulnerabilty irames 1-4 

Upper bogy projectileinvunerability irames 1-3 

Airborne frames 1-19 

'irborne frames 1-25 

Invulnerabilty frames 1-6, Airborne frames 7-12 

Stike invulnerabilty rames 1-10, Input rames 1:23, Input on frames 1-9 execute on frame 10, After rame 10 wil oxocute 1 frame after put 


Stagger (130) on counter hit 
'Wnifs on grounded opponenis, Crushes airborne attacks frames 5:13, Airborne frames 5-29 


63 frames Cinematic freeze before attack begins, Invulnerabiily frames 1-14 
64 trames cinematic reeze bafore attack begin, Invulnerabilty irames 1-9 
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Ogre 


Strengths 

#Several long range pokes that can be cancelled into safe special attacks 

#Very strong high/low game thanks to multiple target combos that lead to combos as well as his 
teleporting Owl Hunt (dp-k) 

4His HP Force Field (dp-HP) stops both front and cross-up aerial attacks 

#Blazing Kick (gcb4wK) is safe on block 

#LP - LP Target Combo is 49 on hit and 47 on block, allowing him to easily confirm into combos, 
pressure, or mixups. 

#Low Target combo (cr.LK, cr.MK, cr.MK) is safe on block throughout its entirety with the final hit on block 
being -3 with significant pushback 

#EX Blazing Kick (gcb-KK) has invulnerability frames and starts a juggle, in addition to being safe on 
block 

4#Can advance while attacking using Hunting Hawk (uf-LK) with very little risk of punishment 

4#Can achieve a juggle state meterless 


Weaknesses 

-Many of his normal attacks are slow on startup and recovery, and extend his hurtbox far 

-Vulnerable to safe jumps as Force Field has somewhat slow startup for a reversal and is unsafe on block 
-Large hurtbox 

-Many of his strings can be interrupted with Reversals 


Ideal Team Position: Either 


After being written off as dead following Tekken 3, Ogre has revived in Street Fighter x Tekken to make a 
statement and show the world that time has not passed him by. Ogre's normal attacks reach far, 
although not guite far enough for safe boost strings, and two of his better ones (cr.mp and cr.mk) are 
cancellable into safe specials for easy confirms into damage. If he can get in close enough, Ogre has a 
devastating high-low game that keeps an opponent constantly guessing on which direction he is going to 
hit from next thanks to a launching target combo that starts from a low and is easily confirmable, and an 
overhead target combo that can suddenly be turned into a high-low mixup at a moments notice due to 
the unigue properties of each hit. Alternatively, he can throw opponents if they get too keen on blocking: 
his Waning Moon not only functions as a strong juggle ender, but it will count as a command throw to 
standing opponents. His uf-LK can hop over lows and is safe on block if Ogre does not immediately 
engage into the next input of the its Target Combo, giving him another option to use in footsies. His 
Blazing Kick is completely safe, while his EX Blazing Kick is not only safe, but it launches and has 
invincibility frames, Blazing Kicks can even reflect projectiles at numerous angles if timed properly. His 
HP Ancient Power, the Force Field, is an incredible anti-air that protects Ogre from all manner of air 
attacks, even crossups. His primary weakness is when he goes into the air: most his air attacks have 
slow startup, awkward hitboxes, and not much priority. On the ground, he does not have any reliable 
anti-air buttons, forcing him to be on point with his Force Field (or a meaty Blazing Kick). He is capable of 
bringing the slaughter either at the start of the match or as an anchor. 
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Sample Combos 


hitconfirm 


st.LP»LP, cr.HK(2) xx CADC, ci.HK xx CADC, ci.HP xx dp#LK(332) 
(Obar, medium) 

st.LP»LP, cr.HK(2) xx CADC, cl.HK xx CADC, ci.HP xx gcb-#-HP(362) 
(Obar, medium) 


low 


st.LK, cr.LK»d#MK»d-4-MK, st.HP, cr.MK xx dp#-MK (288) 
(Obar, hitconfirm, easy) 


punish 

cr.HK(2) xx CADC, ci.HK xx CADC, ci.HP xx gcb-#HP (394) 
(Obar, medium) 

cl.HK xx dp#LK, cl.HK xx CADC, ci.HK xx dp-#K, gcf#-LP (460) 
(Obar, corner, hard) 


overhead 


(F#HK)5HK5 HK5 HKS HK xx gcb--LP (209) 

(Obar, easy) 

(F#HK)5HK 5 HK2 HK2 HK xx dpt#-MK/dp-#HK (179) 

(Obar, easy) 

(F#HK)5HK 5 HK2 HK2 HK xx dp-4K, cl.HK xx gcf4-HP (281) 
(Obar, corner, easy) 


invulnerable 


gcb#KK, uf# LKS MK, cl.HK xx gcb4HP (354) 
(1bar, easy) 


juggle 
Uf- LKS MK, cl.HK xx dp#LK 
(Obar, easy) 


135 


Notes 


Move Command Hit Damage Startup Active Recovery Hit Adv BlockAdv | Cancel JP JC JS 
FariClose LP H 30 4 3 8 146 42  ISMEXSACA 1 11 |- 
Far MP H 60 6 4 1 46 42 SMEXSACA 2 1 1 - 
Far HP H 90 14 4 19 16 7 - 34 | 1 | Crumple on standing counter hit 
FaniClose LK L 30 4 2 9 46 “2 - YAA - 
FariClose MK H 60 9 3 47 “ 3 - 2 4 | 4 | Whiffs on crouching opponent 
Far HK H 90 " 3 16 46 # - 3jaji I- 
Close MP H 60 6 2 13 46 #2 ISMEXSACA|2 141 |- 
Close HP H 90 5 4 22 o 6 SM,EXSA,CA 3 1 1 Forces standing 
Close HK “LC H 100 5 2 29 5 A1 ISMEXSACA 3 1 1 Forces standing 
Crouch LP H 30 4 2 10 45 HH (SMEXSACA 1 1 1 - 
Crouch MP H 60 12 2 2 12 7 SM,EXSA,CA 2 1/1 |- 
Crouch HP “LC M 100 20 5 24 hard knockdown 4 - 3|-I-I- 
Crouch LK Ui 30 5 3 8 46 42  ISMEXSACA/1 1/1 |- 
Crouch MK L 60 6 2 15 “4 0 SMEXSA,CA 2 1 1 - 
Crouch HK H 60,50 7 1,2 24 fioat 4 SM,EXSA,CA 3,3 441 Ast hit: Forces standing, 2nd hit: Float on airborne opponent 
Jump LP M 40 5 5 until grounde4 "12 “4 - tajir 
Jump MP M 70 7 2 until ground4 16 15 - 2 AA Spike on airborne opponent 
Jump HP M 100 6 3 until ground#4 420 18 - sjala- 
Jump LK M 40 5 9 until ground#4 12 14 : KUN MJ BK 
Jump MK M 70 7 4 until ground#4 #16 45 - 2 lalai i- 
Jump HK M 100 7 2 untilground#4 120 18 : 5 an Kp 3 
Launcher "LC HP4HK H 100 13 2 54 switoh -34 - 3 - | - Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Cross Cancel EHP4HK (while biocking) H 120 14 22 26 hard knockdown —— -26 - - 2 Iinwulnerability frames 1-15, Resembles Blazing Kick 
Rag Doll LP4LK throw 130 5 2 20 hard knockdown - - - 2 
Deadly Spear btLP4LK throw 130 5 2 20 hard knockdown - - 2 
- LP» LP H 40 4 3 5 49 # BCLA 1 1 1 - 
Flash Punch Combo LP » LP » MP H 80 9 4 31 knockdown 43 - 2 
- LP » MP H 60 5 2 26 7 “1 BCLA 2 1 1 - 
Demon Slayer LP » MP2 MP H 90 1“ 3 18 “4 4 SM,EXSA,CA 2 1 | 1 Doesn't combo, Knockdown on airborne opponent 
- HHK H 70 5 2 20 “4 22  SMEXSACA 3 1 1 Forces standing 
Tae HK» HK M 30 17 2 30 “1 A5 - 2 A1 Knockdown on airborne opponent 
- HK » HK» HK 3 30 1 2 20 A 5 - 2 11 Knockdown on airborne opponent 
- LC HK 3 HK 3 HK» HK H 30 1 2 30 “1 A5 - 241 Knockdown on airborne opponent 
Infinite Kick Combo — (#HK » HK » HK » HK » HK H 50 16 3 30 hard knockdown 1 SMEXSACA 3 1 O - 
- "LC ufeLK H 40 5 9 22 hard knockdown “0 - 1 AA |Airborne frames 3-28 
- "LC ufeLK » MK H 60 5 4 2 hard knockdown 3 - 2 jala i- 
Hunting Hawk LC ufeLK » MK 2 LK M 30 1 2 22 hard knockdown 6 - sa or: 
- d#LK 2 deMK L 60 8 3 19 4 5 Exsa (2/11 |- 
Snake Blade @tLK » d#MK » d#MK H 80 1 3 22 fioat 3 - 31 | 1 Knockdown on airborne opponent 
Waning Moon LP” gcb#LP standing throw (H) 150 9 216)2 42 hard knockdown -22 - 3 4 0 1st active frames are standing throw, 2nd active frames are striking attack 
Waning Moon MP 'gcbtMP standing throw (H) 155 9 “2102 46 hard knockdown -26 - 34 | O |Istactive frames are standing throw, 2nd active frames are striking attack 
Waning Moon HP” gobtHP standing throw (H) —” 160 9 2ra)2 51 hard knockdown 3 - 3 4 0 1st active frames are standing throw, 2nd active frames are striking attack 
Waning Moon EX gcbtPP standing throw (H) 160 9 292 42 hard knockdown -22 - 34 | O 2 points of armor during frames 1-19, 1st active frames are standing throw, 2nd active frames are striking attack 
Ancient PowerLP—” fd,dfeLP counter 180 4 17 31 hard knockdown - - » | - | Counters low strikes, Vulnerable to airborne attacks 
AncientPowerMP — fd,dftMP counter 180 4 17 3 hard knockdown - - » | | Counters high and overhead strikes 
Ancient Power HP — fddftHP H 100 9 5 33 knockdown -25 - 3 3 0 Strike and projectile invulnerability frames 1-9, Attack count as projectile 
Ancient Power EX H 120 9 5 33 knockdown 16 - 3 3 0 Invulnerability frames 1-13, Attack counts as projectile 
Blazing Kick LK acbtLK H 100(60) 8 22 26 float 6 - 3 3 0 Reflects one projectile horizontal frames 8-15 
Blazing Kick MK @cb#MK H 100(60) 8 22 26 foat E - 3 3 | O Reflects one projectile at a 45 degree angle frames 8-15 
Blazing Kick HK gobtHK H 100(60) 8 22 26 oat 6 - 3 3 0 Reflects one projectile at a 80 degree angle frames 8-15 
Blazing Kick EX aobtKK H 100(60) 8 22 26 foat 6 - 32 | 0 | Reflects one projectile horizontal frames 8-15, Invulnerability frames 1-7 
Ow's Hunt LK fadfeLK M 100 24 3 30 oat A1 - 3 3 0 Airborne frames 5-20, Ground bounce on counter hit 
Owt's Hunt MK £d.deMK M 100 24 3 30 foat A1 - 3 3 | O | Airborne frames 5-20, Ground bounce on counter hit 
Owt's Hunt HK Ed,dftHK M 100 24 3 30 float A1 - 3 3 0 Airborne frames 5-20, Ground bounce on counter hit 
Owf's Hunt EX #d,drKK M 100 24 3 30 oat A1 - 33 | O | Airborne frames 5-20, Tracks opponent, Ground bounce on counter hit 
Owf's Hunt K (during Auick Rise) M 100 24 2 31 float A1 - - | 0 Airborne frames 1-20, Invulnerability frames 21-24, Tracks opponent, Ground bounce on counter hit 
Indigo Punch LP gcfeLP H 100 16 2 18 knockdown 12 - 5 3 | O | Chargeable: 51F for EX Version and 100F for Super Art, Attack counts as projectile 
Indigo Punch MP” gcfeMP H 110 20 3 19 knockdown 0 - 5 5 0 Chargeable: 51F for EX Version and 100F for Super Art, Attack counts as projectile 
Indigo Punch HP gofeHP H 130 25 4 18 knockdown 0 - 5 5 | 0 | Chargeable: 51F for EX Version and 100F for Super Art, Attack counts as projectile 
Indigo Punch EX” gotPP H 100 19 3 2 wall bounce 2 - 3 3 0 Chargeable: 51F for Super Art, attack has one hit of projectile durability 
Hell Inferno acftPPP H 340 10 7 82 hard knockdown |” -73 - 31 | - 63 frames cinematic freeze before attack begins, Invulnerability frames 1-active, Start up depends on distance to opponent 
Cross Art “LC @ot#MP4MK H 1504 9 2 48 switoh -29 - 3 - | - 64 frames cinematic freeze before attack begins, Invulnerability frames 1-10 
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Lars 


Strengths 

#Possesses a true DP with a high launch that, if successful, can be tag cancelled into several jump-in 
juggles 

#Very dangerous with meter thanks to an ambiguous EX Silent Entry (gcf-KK) into followups that lead to 
combos 

#long-range cr.mk that can be cancelled into special attacks and Cross Rushes 

#f-MK overhead starts up guickly, crushes most lows, and is safe on block, making ita somewhat 
abuseable attack 

#Able to approach opponents at will thanks to respectable walkspeed and footsie-friendly attacks, as well 
as empty Avalanche Stomp (gcb-K, LP) 

4His close s.LK is a 4-frame startup technigue that is -3 on block, allowing Lars to put close-range 
pressure on his opponent. 

#Overall good normal hitboxes and good recovery frames 


Weaknesses 

-almost all of his most combot-friendly normals are crouching attacks, making him very vulnerable to Raw 
Launches during block strings 

-His DP, the Lightning Screw (dp-K) does not possess enough block stun for a safe tag 

-Both of his follow-ups from Silent Entry are unsafe on block. Furthermore, empty Silent Entries are even 
more unsafe on block, forcing Lars to commit to an attack every time he utilizes this move 

-Dynamic Entry and its followups are unsafe on block 

-Normals start slower than average to compensate for their fast recovery 


Ideal Team Position: Point 


Unlike a lot of his fellow Tekken cast members, Lars is able to play footsies and neutral as well as any 
Street Fighter character, with the added benefit of being able to access a number of damaging combos 
and juggles. With an excellent DP at his disposal as well as his far MP, Lars can easily shut down an 
opponent's aerial assault and force them to play a solid ground game where Lars also excels. His 
crouching buttons are excellent, with cr.mk reaching guite far and coming out guickly. Against zoners, 
Lars has two options: make a hard read with his Avalanche Stomp, or close in with his Silent Entry. If 
Lars has meter and is close enough to the opponent, he has access to an ambiguous crossup on the 
ground with EX Silent Entry where he can get a full juggle off of either the P or K enders, although both 
are unsafe on block. While his primary overhead, f-MK, does not combo, it comes out very fast, safe on 
block, and has a large hitbox. This makes ita very powerful and borderline abusable tool for Lars to 
pressure opponents. Lars has all of the tools to make an excellent point character, able to trade initial 
blows with an opponent effectively thanks to his long pokes and considerable knockback on his attacks 
that allow him to freely tag in his partner. If you have meter, using his DP into atag is particularly 
powerful as the dual-hitting nature and high launch of Lars's DP gives his partner access to jump-in 
combos that would otherwise be difficult to pull off with single-hitting DP. 
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Sample Combos 


hitconfirm 


cr.LP, cr.MP, cr.MK xx gcf#LP»d-#P, walk forward ci.HP xx gcf#LK»P (297) 
(Obar, close, medium) 

cr.MP, cr.MP, cr.MK xx gcf#-LP»d-4-P, walk forward ci.HP xx gcf#-LKsP (327) 
(Obar, close, medium) 

cr.MP, cr.HP xx gcf#LKPK, cl.MK, cr.MP, cr.MK xx gcf#LK»P(358) 

(Obar, medium) 


punish 

cl.HP xx gcf#LKPK, cl.MK, cr.MP, cr.MK xx gcft-LK»P (366) 
(Obar, medium) 

cl.HP xx gcf#LKSK, ci.HP xx dp4#KK, dp#-HK (412) 

(1bar, easy) 

cr.MK xx gcf#-LPSP, cr.HP, cl.HP xx dpt HK (344) 

(Obar, corner, medium) 


yolo 


gcf#KK»K, cl.HP xx gcf#-LK, cr.LP, walk forward ci.HP xx dpt#HK (387) 
(1bar, medium) 


juggle 
cl.HP xx gcf-#-LK, cr.LP, walk forward ci.HP xx dp#-HK 


BnB post-launch 

(Obar, medium) 

cl.HP xx gcf-#-LK, cl.HP xx dp-HK 
Better followup from high launchers 
(Obar, hard) 
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Move 
FarLP 

Far MP 

Far HP 

Far LK 

Far MK 

Far HK 

Close LP 

Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Crouch LP 

Crouch MP 

Crouch HP 

Crouch LK 

Crouch MK 

Crouch HK 

Jump LP 

Jump MP 

Jump HP 

Jump LK 

Jump MK 

Jump HK 

Launcher “LC 
Cross Cancel 

SHB 

Raging Thunder 
Storm Axle 

Silent Entry LK 
Silent Entry MK 
Silent Entry HK 
Silent Entry EX 
Lightning Thrust 
Lightning Thrust EX 
Rising Storm 
Rising Storm EX 
Avalanche Stomp 
Avalanche Stomp EX 
Avalanche Flip 
Avalanche Spike 
Dynamic Entry LP 
Dynamic Entry MP 
Dynamic Entry HP 
Dynamic Entry EX 
Mjolnir 

Mjolnir EX “LC 
Lock & Load 

Lock & Load EX 
Double Barrel 
Double Barrel EX 
Lightning Screw LK 
Lightning Screw MK 
Lightning Screw HK 
Lightning Screw EX 
Zeus "LC 

Cross Art "LC 


Command 


HP4HK 
#HP4HK (while blocking) 
LP4LK 

btLP4LK 

MK 

gettLK 

@etEMK 

get HK 

@ettKK 

P during Silent Entry 

P during EX Silent Entry 

K during Silent Entry 

K during EX Silent Entry 
aobtK 

gobtKK 

LP during Avalanche Stomp 
MP or HP during Avalanche Stomp 
gettLP 

aettMP 

gettHP 

gcttPP 

@#P during Dynamic Entry 
@#P during EX Dynamic Entry 
P during Dynamic Entry 

P during EX Dynamic Entry 
P during Lock & Load 

P during EX Lock & Load 
faafeLK 

#dafeMK 

fdafeHK 

fdlafikk 

gcfPPP 

Get MP4MK 


axoccocorrrii iii 


Set1Trr. 


ac ll el rr 


Damage Startup 


30 
60 
90 
30 
60 
90 
30 
60 
90 
30 
80 
90 
30 
60 

70,20 
30 
60 
90 
40 
70 
100 
40 
70 
100 


70,60 
80,60 
90,60 
50,50 
320 
1501 
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Active 
2 
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SA ROONNI 
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Recovery 

10 

12 

22 

9 

12 

“ 

9 

13 

23 

7 

9 

18 

7 

9 

14 

7 

15 

18 
until groundt4 
until groundt4 
until groundt4 
until groundt4 
until ground#4 
until groundt4 

54 

2118 

20 

20 

13 

23 

3 

3 

3 

36 

36 

26 

24 

1518 


20113 
20113 
20113 
2118 
56 
52 


Hit Adv 
145 
“4 
12 
45 


#10 


1 
hard Knockdown 
12 
416 
120 
"12 
#16 
120 
switoh 
hard Knockdown 
hard Knockdown 
hard Knockdown 
# 
knockdown 
crumple 
oat 
foat 
18 
ground bounce 
hard Knockdown 
# 

16 
16 
13 
ground bounce 
ground bounce 
oat 
foat 
knockdown 
wall bounce 
knockdown 
knockdown 
knockdown 
oat 
hard Knockdown 
switeh 


Block Adv 
“ 


Cancel 
SMEX.SA.CA 
SMEXSA.CA 


SMEXSACA 
SM.EX.SA.CA 
SMEXSA,CA 
SM.EX.SA,CA 
SMEXSA,CA 
SMEXSA.CA 


SMEXSA.CA 
SM.EXSA,CA 


Ist hit SM,EX.SA,CA 


SM.EX.SA.CA 
SM.EX.SA.CA 


Jc 
4 


sooooo:| 


oo000000wwooo000: 


2 


Notes 


/Attacking arm crushes airborne attacks frames 7-11 
Forces standing 


Forces standing 
Forces standing 
Forces standing 


Forces standing 


Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerabilty frames 1-8, Resembles EX Lightning Screw 


Ground bounce against airborne opponent, Hits crouching opponent on frame 19, Airborne frames 

Throw and projectile invulnerability frames 1-22 

Throw and projectile invulnerabilty frames 1-25 

Throw and projectile invulnerabilty frames 1-25, Can be canceled into Silent Entry 8F before the end 

Can pass through opponent, Invulnerabilty frames 1-5, Throw and projectile invulnerabilty frames 1-25 

Throw and projectile invulnerabilty frames 1-6 

Throw and projectile invulnerabilty frames 1-19 

Airbome frames 11-28 

Airbore frames 15-32 

Button strength determines distance, Hits standing opponent on frame 31 and crouching opponent on frame 32, Airborne from frame 9 
Hits standing opponent on frame 31 and crouching opponent on frame 32, Invulnerability frames 1-8, Airborne from frame 9 
Cancels Avalanche Stomp's attack 

Alters Avalanche Stomp attack 

“Chargeable: 51F for EX Version and 100F for Super Art 

(Chargeable: 51F for EX Version and 100F for Super Art 

“Chargeable: 51F for EX Version and 100F for Super Art 

“Chargeable: 51F for Super Art 


Invulnerabilty frames 1-5 
Invulnerability frames 1-6 
Invulnerabilty frames 1-8 
Invulnerabilty frames 1-8 
62 rames cinematic freeze before attack begins, Invulnerability frames 1-14 
65 frames cinematic freeze before attack begins, Invulnerability frames 1-11 
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Alisa 


Strengths 

#Ouite possibly the best zoner in the game thanks to slow-moving fireballs that can be angled to shut 
down enemy approach 

#Several safe block strings and tag options that lead to full combos on hit 

#Destroy Form s.HP has air crush properties to further shut down oncoming opponents when not 
throwing fireballs 

#Her far MK Target Combo starter can lead to a high-low mixup for characters without a reversal, both of 
which lead to full combos and the ability to tag in a partner to finish the combo if necessary. 

#j.mk has a unigue hitbox that can cover both her front and back, allowing her to pull off ambiguous 
crossups while also keeping her hitbox active against opponents who try to air-to-air her. 

#Cr.HP is fast and reaches far enough to punish blocked boost combos that other characters would 
struggle to stop. 

#Destructive f-MP overhead can be tag canceled into a combo 


Weaknesses 

-Only her LP DP has strike invulnerability (can still be thrown) while her MP and HP variations have no 
invulnerability. Only her EX DP has full invulnerability on startup 

-Most of her normals have long recovery and can be whiff punished for big damage 

-Thanks to her lack of wakeup options, she struggles heavily against knockdown pressure 

-Thanks to most of her combos reguiring a lot of time on the clock to get maximum damage, she can 
struggle against life deficits 


Ideal Team Position: Either 


The other half of Infiltration's EVO 2013-winning team, Alisa combines slow-moving, angled projectile- 
based zoning with heavy frame advantage to provide a dual threat of offense and defense. If Alisa finds 
herself at full screen, she can keep opponents out by using her fist missiles to catch an opponent in a 
variety of angles: if she catches them in the air at certain ranges, she can even combo after it using a 
command dash follow-up. Her fist missiles also retract her hurtbox, pushing her backwards to make the 
gap between her and her opponent even more daunting. If an opponent tries to fire back, Alisa has 
numerous ways she can hop over and dodge projectiles with her Cradle Star or slide under them with 
Eject Slider (hcf-k, k). Both her Boot (hcf-k) and Dual Boot (hcf--p) lead into attacks that start up guickly 
and have varying degrees of safety and safe tag-in capabilities. When she enters her destructive form, 
the range and frame advantage of her normals increase drastically, especially her standing jab that is 
active for a long time and causes chip on block. It can even catch opponents while backdashing and 
leave them in ajuggle state. Her only glaring weakness is a lack of good wakeup options, as her best 
reversal costs meter and is slow to start up, while everything she she has at her disposal does not have 
true invincibility. She can be used at either position to either set the tone of the match or force a 
stalemate towards the closing seconds to hang on to a life lead. 
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Sample Combos 


hitconfirm 

st.LPvcl.MK»MP, DES cr.MP(3) xx gcb-#P, DES cr.HP(1) xx hcf#-P»K (329) 
(Obar, hard) 

cr.LP, cr.LP, st.MK»MP, DES cr.MP(3) xx gcb-#P, DES cr.HP(1) xx hcf-P»K (341) 
(Obar, hard) 


low 


cr.LKvcl.MK2MP, DES cr.MP(3) xx gcb-#P, DES cr.HP(1) xx hcf#P»K (329) 
(Obar, hitconfirm, hard) 

DES cr.MP(3) xx gcb-#-P, DES cr.HP(1) xx hcf-P-K 

(Obar, hard) 


antiair 
cl.HP xx CADC, cr.MP xx hcf#-P»P(5), DES cr.MP(1) xx hcf-P»K(314) 
(Obar, hard) 


juggle 
cl.MP, st.HP xx hcf-P»K 
(Obar, medium) 
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Move 
FarCiose LP 

Far MP 

Far HP 

FariClose LK 

Far MK 

FariClose HK 

Close MP 

Close HP 

Close MK 

Crouch LP 

Crouch MP 

Crouch HP 

Crouch LK 

Crouch MK "LC 

Crouch HK 

Jump LP 

Jump MP 

Jump HP 

Jump LK 

Jump MK 

Jump HK 

Launcher "LC 

Cross Cancel 

Spam Bomb 

Double Bull Shoot 
Compression 

Destructive Form | Cancel 
Destructive LP 
Destructive MP 
Destructive HP 
Destructive Crouching LP 
Destructive Crouching MP 
Destructive Crouching HP 
Hertz Blade Flare 

Idling 

Guick Access 

Lost Access 

Double Rocket Punch LP 
Double Rocket Punch MP 
Double Rocket Punch HP 
Double Rocket Punch EX 
Cradle Star LK 

Cradle Star MK 

Cradle Star HK 

Cradle Star EX 

Cradle Star Follow-Up 
Happy Propeller LP 
Happy Propeller MP 
Happy Propeller HP 
Happy Propeller EX 

Boot LK 

Boot MK 

Boot HK 

Boot EX 

Hard Reset "LC 

Hard Reset EX 

Eject Slider 

Eject Slider EX 

Dual Boot LP 

Dual Boot MP 

Dual Boot HP 

Dual Boot EX 

Thruster Right 

Thruster Right EX 
Thruster Left 

Thruster Left EX 

Double Cut 

Double Cut EX 

Clock Setting 

Clock Setting EX 

Trigger Shuffle 

Cross Art "LC 


Command 
HPHK 

HP4HK (while blocking) 
LP4LK 

b#LP:LK 

LP4LK (air) 


@#PPP |d#PPP (during Destructive Form) 
LP (during Destructive Form) 
MP (during Destructive Form) 
HP (during Destructive Form) 
@#LP (during Destructive Form) 
@#MP (during Destructive Form) 
@#HP (during Destructive Form) 
"MP (during Destructive Form) 
K (during Destructive Form) 
(close) MK? MP 

(far) MK » MP 

gobtLP 

aobtMP 

gobtHP 

aobtPP 

fddfeLK 

EddMK 

#ddfeHK 

#ddfekK 

P after Cradle Star on connect 
fddfelP 

#d,dfeMP 

fddfHP 

fddfePP 

hofeLK 

hofeMK 

hofeHK 

hhofeKK 

P during Boot 

P during EX Boot 

K during Boot 

K during EX Boot 

hofeLP 

hhcfeMP 

hofeHP 

hofePP 

P during Dual Boot 

P during EX Dual Boot 

K during Dual Boot 

K during EX Dual Boot 

gcbtK 

aobtKK 

@obtP (during Destructive Form) 
@ob#PP (during Destructive Form) 
Gob#KKK 

@ofeMP4MK 


z 
8 
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LH 


TIaaazcarrr 


throw 
throw 
air throw 


2 cor) 


EL 


z 


2 lelxelaala ella 


Damage 
30 
60 
90 
30 
60 
90 
60 
90 
60 
30 
60 

4545 
30 
60 


100 
20x3,50 
20x2,30,50 
30x3,60 
20x3,50 


15x6 
20x6 
50x3 
60x3 
45x2 
45x3 
40,10x4,40 
30,15x4,50 
15x3,265 
1504 


Startup 


16 
16 
18 
18 
12 
13 


Active 


NO ONNGOwNON 


3 
Soooanag 
rx 


“3 
: 


2 
27)2taj2t72 
2 
2 
2 


22222 
22222 
224 
333,32 
222 
25)2 
s 


4AA4 
3(18)2,2 


10 

10 

10 

10 

KI) 
2x7)2ray2(72 
2x7)2tay2(7)2 
217)2ray2(7)2 
217)2ray2(7)2 


167176 

(571(76 
15 
15 


333333 
333,333 
222 
222 
211273 
212)3(19)3 


26/1313)1316)1 
26713131316) 


21236193 
2 


Recovery 

8 

16 
23 

“ 

13 

17 

14 


until ground#4 
until groundt4 
until ground#4 
until groundt4 
until ground#4 
until groundt4 
54 
15425 
20 
20 
until ground#4 
27 
10 
2 
24 
15 
2 
28 
23 
22 
10 
29 
30 
30 
30 
30 
37 
37 
37 
37 
35 
15425 
15425 
15125 
15425 


Hit Adv 
BI 


hard Knockdown 

12 

16 

420 

12 

16 

420 

switch 
hard Knockdown 
hard Knockdown 
hard Knockdown 
hard Knockdown 


“2 


knockdown 
knockdown 

hard Knockdown 

hard Knockdown 


“4 
“4 
knockdown 
knockdown 
float 
foat 
foat 
foat 
hard Knockdown 
switch 


Block Adv 


Cancel JP Je 
SM,EX,SA.CA ) 1 
SM,EXSA.CA 2 1 
SM,EXSA,CA 3 1 
SM,EXSA.CA 1 1 

- Es 1 

- 3 1 
SM,EX.SA,CA 2 1 
SM,EXSA.CA 3 1 
SM,EXSA.CA 2 1 
SM,EXSA.CA 1 1 
SM,EXSA.CA Z 1 

Isthit SM,EX,SA.CA |” 3,3 04 
SM,EXSA.CA 1 1 
SM,EXSA.CA 2 1 

- 3 1 
- 1 1 
: 2 1 
- 3 1 
: 4 1 
- 2 1 
: 3 1 
2 0 - 
- 22222 10000 
z 22222 | 10000 
- 33,3 AAA 
z TAAAA (100,00 
SM,EX.CA 22,2 100 
Ist hit: SM,EX.CA 33 10 
- 222 00,1 
P,K - - 
P,K - - 
P,K z - 
P,K - - 
- 333 00,3 
- 33,3 0,0,3 
- 3 3 
- 3 3 
P,K - - 
P,K - - 
P,K 2 - 
P,K - - 
HP 
HP 
- 4444 0,0,0,0,0,4 
z 334 014 
z 3 - 


Notes 


Upper body crushes airborne attacks frames 6-9, Knockdown on airborne opponent 


Upper body crushes airborne attacks frames 5-9 


Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerability frames 1-11, Resembles EX Happy Propeller 


Crushes airborne attacks frames 1-16 

Ground bounce on counter hit and against airborne opponent, Forces standing 

Builds meter 

Ends in Destructive Form 

Ends in Destructive Form, Forces standing 

'Shoots horizontal, Knockdown on airborne opponent, Cannot be reflected 

'Shoots at 45" angle, Knockdown on airborne opponent, Cannot be reflected 

'Shoots at 80” angle, Knockdown on airborne opponent, Cannot be reflected 

Button combination determines angle, Knockdown on airborne opponent, Cannot be reflected 
Projectile invulnerable from frame 4 until landing, Bounces back on hit or block, Recovery is on whiff 
Projectile invulnerable from frame 4 until landing, Bounces back on hit or block, Recovery is on whiff 
Projectile invulnerable from frame 4 until landing, Bounces back on hit or block, Recovery is on whiff 
Projectile invulnerable from frame 1 until landing, Bounces back on hit or block, Recovery is on whiff 
Block advantage is for the 6th active frame 

Strike invulnerability frames 1-7, Airborne frames 

Airborne frames 

Airborne frames 

Invulnerability frames 1-11 

Can cancel during frames 11-35, Airborne frames 11-50 

Can cancel during frames 11-40, Airborne frames 11-55 

Can cancel during frames 11-45, Airborne frames 11-60 

2 points of armor during frames 1-30, Can cancel during frames 11-30, Airborne frames 11-45 

Exits Destructive Form 

Exits Destructive Form 

Exits Destructive Form 

Exits Destructive Form, 1 point of armor during frames 1-22 

Can cancel during frames 11-35, Airborne frames 11-50 

Can cancel during frames 11-40, Airborne frames 11-55 

Can cancel during frames 11-45, Airborne frames 11-60 

2 points of armor during frames 1-30, Can cancel during frames 11-30, Airborne frames 11-45 

Ends in Destructive Form 

Ends in Destructive Form 

Ends in Destructive Form 

Ends in Destructive Form 

Chargeable: 51F for EX Version and 100F for Super Art 

Chargeable: 51F for Super Art, “Charged version has 16f recovery and is #1 on block 

Strike invulnerability frames 1-17 

63 frames cinematic freeze before attack begins, Invulnerability frames 1-12 

63 frames cinematic freeze before attack begins, Invulnerability frames 1-14 
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Bryan 


Strengths 

#f-mk target combo starts up guickly, reaches far, can chase down backdashing, and can lead into a 50/50 guessing 
game, and can be easily confirmed safely on hit or block to determine if the string should continue 

#Strong punishment ability with Mach Breaker (f,f-MP) and f-MK 

#LP Fisherman's Slam (his DPtP) has air crush properties, giving him a true anti-air option 

4Mid range anti-air options using f-MK or EX Mach Breaker (f,f-PP) 

#His EX Rekka (gcbtPP x 3), EX Mach Breaker (f,f#PP), EX Snake Pit (hcf#PP), and EX Fisherman's Slam (dptPP, 
P) all have varying levels of invincibility or armor that allow him to defend himself on wakeup or to check untrue 
strings 

4cl.mp is #4 on block, giving him a powerful block pressure and frame trap tool. 

#Able to combo off of his overhead f-mp, which is also -1 on block 

#Boost combo cl.MP is -1 on block, giving him a safe low confirm 

#Far LP, MP, LP target combo can be confirmed safely into combo extensions like MP Fisherman's Slam 

#Far HP, LP target combo can be confirmed safely into combo extensions like MP Fisherman's Slam, or CADC'd to 
avoid being placed in a vulnerable position 

#Strong corner carry and okizeme with combos ending in Mach Breaker (f,f-MP) 

#Snake Pit can be used as a safe tag 

#LK is a standing low that cannot be raw launched 

4Flying Knee is projectile invulnerable and completely unblockable, although it can be ducked 

#Capable of converting unusual tag cancels into combos due to the “screen lock” glitch 


Weaknesses 

-Somewhat vulnerable to neutral jumps thanks to the horizontal nature and whiff vulnerability of many of his attacks 
-Without meter, many of his attack options are unsafe on block, reguiring him to carefully pick his spots before 
attacking 

-Very slow walk speed and dash 


Ideal Team Position: Point 


The mad cyborg Bryan Fury continues his rampage in Street Fighter x Tekken. While he doesn't have his signature 
guard-breaking taunt from other Tekken entries, he has more than enough tools at his disposal to make the opponent 
afraid of him. Bryan may not walk particularly fast, but ata moment's notice he can suddenly lunge at the enemy with 
fast, long-range attacks like his Mach Breaker (f,f4MP), his f-mk target combo, or his far HP target combo. His 
standing jab reaches guite far and can be confirmed into a target combo, as well, and all of his target combos lead to 
hard knockdowns. Because his range is so good, he can sometimes spook opponents into letting him approach 
more easily, where he can pester them with st.Ik or his f-mp overhead, or just walk up and throw them to kill red 
health. If he has meter, Bryan has access to several invincible or armored attacks that lead to full combos, and his 
damage output is high enough where that can be a big problem forthe opponent. He can also play defense, with his 
LP Fisherman's Slam completely invincible against air attacks, and if timed correctly Bryan can get a combo off of it 
for additional damage. With all of these technigues, a surefire way to punish zoning characters with his EX Flying 
Knee and Face Crusher super, and several opportunities to safely bring in his partner thanks to the long hitstun and 
blockstun of his specials, Bryan is best suited as a point character. 
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Sample Combos 


hitconfirm 


st.LP»MP»LP xx dp#MPPP, cr.LPwcl.MP, cr.HK (273) 

(Obar, medium) 

st.LP»MPLP xx dp#MP, cr.LP, f#MK5MPLP xx f,f4#-MP (298) 
(Obar, medium) 

f#MK2MP2LP xx f,f-MP (252) 

(Obar, easy) 

f#MK2MPLP xx f,f#PP, f#MK2MPLP2MP, f,f-MP (390) 
(1bar, midscreen, easy) 


punish 


st.HP»LP, cl.MP, cr.HP xx dp#MP5PP, cr.LPwcl.MP, cr.HK (379) 
(Obar, medium) 


low 


cr.LKvcl.MP xx hcf#PP, dp-#-MP, f#MK2MP3LP2MP, f,f-MP (392) 
(1bar, midscreen, medium) 


overhead 


f4-MP, cr.LP xx dp#MP»PP, cr.LPwcl.MP, cr.HK (280) 

(Obar, medium) 

f#-MP, cr.LP xx dp-#MP, cr.LP, f#MK25MPLP xx f,f#-MP (317) 
(Obar, medium) 


armor 


gcb#PP»gcb--P, f-MK2MP2LP2MP, f,f#-MP (354) 
(1bar, easy) 


juggle 
f#-MK2MP2LP2MP, f,f--MP 
(Obar, easy) 
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Move 
FafClose LP 

Far MP 

Far HP 

Far LK 

Far MK 

Far HK 

Close MP 

Close HP 

Close LK 

Close MK 

Close HK 

Crouch LP 
Crouch MP 
Crouch HP 
Crouch LK 
Crouch MK 
Crouch HK 

Jump LP 

Jump MP 

Jump Up HP 
Jump Diagonal HP 
Jump LK 

Jump MK 

Jump HK 
Launcher "LC 
Cross Cancel 
Knee Blast 
Anaconda Assasin 
Chopping Elbow 


id Kick to Rush 
Gating Combination 
Double Back Knuckle 


One Two Body Blow 

One Two Low Kick 

One Two High Kick 
Snake Pit LP 

Snake Pit MP 

Snake Pit HP 

Snake Pit EX 

Mach Breaker 

Mach Breaker EX 
Fisherman's Slam LP 
Fisherman's Slam MP 
Fisherman's Slam HP 
Fisherman's Slam EX 
Atomie Throw 

Atomie Throw EX 

Right Left To Spin Kick LP 
Right Left to Spin Kick MP 
Right Left to Spin Kick HP 
Right Left to Spin Kick EX 
"Left" 

"Left" EX 

"Spin Kick" 

"Spin Kick" EX 

Fiying Knee LK 

Fiying Knee MK 

Flying Knee HK 

Fiying Knee EX 

Face Crusher 

Cross Art "LC 


Command 


HP4HK 
(HP4HK (while blocking) 
LP4LK 

btLPILK 

MP 

MK 

BMK2 MP 

MK 2 MP» LP 
MK» MP2 LP» MP 
(MK 2 MP » LP 2 MK 
(far) HP» LP 

LP» MP 

LP» MP2 LP 

LP» MP2 LK 

LP» MP2 MK 

hefeLP 

heteMP 

hcteHP 

hetePP 

#MeMP 

LP 

fddfeLP 

KddkeMP 

fedHP 

fddfePP 


PP during MP or HP Fisherman's Slam on hit 


PP during EX Fisherman's Slam on hit 
gebtLP 

gebtMP 

gebtHP 

gebtPP 

gebP during Right Left to Spin Kick 
gebtP during Right Left to Spin Kick 
geb#P during "Lef 
gebtP during EX "Let" 
gebtLK 

gebtMK 

gebtHK 

gebtKK 

gebtKKK 

@etMP4MK 


z 
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unblockable 

unblockable 

unblockable 

unblockable 

unblockable 
H 


Damage Startup 


30 
&0 
90 
30 
80 
90 
& 
90 
30 
0 
90 
30 
80 
90 
30 
0 
90 
40 
70 
100 
100 
40 
70 
100 
100 
120 
130 
130 
& 
80 
&0 
0 
80 
100 
50 
0 
30 
50 
90 
50,70 
50,80 
50,90 
50,90 
120 
120 
120 
100 
100 
50 
50 
50 
50 
&0 
70 
70 
50 
70 
90 
100 
150 
150 
150 
180 
330 
1504 


2139)3 

2139)3 

2139)3 

2/39)3 
3 


Recovery 

9 

18 

28 

“ 

17 

19 

9 

24 

“ 

18 

24 

10 

10 

24 

10 

19 

25 
until grounde4 
untilgrounde4 
until grounde4 
untilground#4 
until grounde4 
untilgrounde4 
until grounde4 

54 

39 

20 

20 

29 

22 

24 

23 

28 

29 

17 

17 

12 

29 

22 

29 

29 

29 

29 

34 

37 

34 

31 

31 


Hit Adv 


hard knockdown 
412 
#16 
420 
120 
412 
#16 
420 
switeh 
hard knockdown 
hard knockdown 
hard knockdown 
18 
2 
3 
o 
oat 
hard knockdown 
18 
4 
“ 
hard knockdown 
23, 
knockdown 
knockdown 
knockdown 
wall bounce 
hard knockdown 
wall bounce 
knockdown 
knockdown 
knockdown 
knockdown 
ground bounce 
ground bounce 
12 
12 
12 
. 
Moat 
Moat 
knockdown 
wall bounce 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
switeh 


Block Adv 

12 
o 
“1 
2 
3 
E 
4 
4 
Ei 
“ 
3 
“ 
13 
“2 
o 
4 
2 
“4 
15 
18 
18 
“4 
15 
18 
34 


Cancel 
SMEX.SA,CA 


SMEXSA.CA 


SMEX.SA,CA 
SMEXSA.CA 
SMEX.SA,CA 
SMEXSA.CA 


SMEXSA.CA 
SMEX,SA,CA 
SMEXSA.CA 
SMEX.SA.CA 
SMEXSA.CA 


Mach Breaker 


SMEX,SA,CA 
Bc 
SMEX,SA,CA 


Atomie Throw 
Atomie Throw 
'Romic Throw EX 


"Let" EX 
pin Kich 
“Spin Kick" EX 


Notes 


Forces standing 


Forces standing 


Ground bounce on counter hit and airbome: 
Ground bounce on counter hit and airbome 

stactive frame can only hit right above 

'Crushes crouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerabilty frames 1-21, Resembles EX Mach Breaker 


Forces standing 


Upper body projectile invulnerability frames 1-17, Lower body strike invulnerabilty frames 32-51 
Upper body projectile invulnerability frames 1-19, Lower body strike Invulnerabilty frames 34-53 
Upper body projectile invulnerability frames 1-22, Lower body strike Invulnerability frames 37-56 
Invulnerabilty frames 1-5, Upper body projectile invulnerabilty frames 6-19, Lower body strike 
1 point of armor during frames 1-15 

“Crushes airborne atlacks rames 1-11 

Whilfs on airborne opponent: 

Whilfs on airborne opponent: 

Strike and projectile invulnerabilty frames 1-11 


ulnerabilty frames 34-83, 1 point of armor during frames 29-55 


Resets juggle point 

1 point of armor during frames 1-15 

Chargeable: 51F for EX Version and 100F for Super Art, Project invulnerable, Holding b lands closer on hit, Whiffs on crouching opponent 
(Chargeable: 51F for EX Version and 100F for Super Art, Prajectile invulnerable, Whifis on crouching opponent: 

“Chargeable: 51F for EX Version and 100F for Super Art, Projecte invulnerable, Whifis on crouching opponent 

“Chargeable: 51F for Super Art, Projeetile invulnerabie, Tracks opponent, Whiffs an crouching opponent 

66 frames cinematic freeze before attack begins, Invulnerability frames 1-10, Projectie Invulnerable, Whifis on crouching opponent: 

65 frames cinematic freeze before attack begins, Invulnerabilty frames 1-10 
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JACK-X 


Strengths 

#high damage output with efficient scaling for tags 

#Rocket Uppercuts have varying degrees of invincibility and frame advantage on block, and are integral parts of his 
combos. 

#Able to instant overhead opponents with j.HK and combo on tag cancel 

#Several safe blockstrings thanks to frame advantage, pushback, or both 

#Normal attacks reach far, and certain target combos can make his attacks reach even farther (holding the 2nd MP 
during the far MP, MP target combo) 

4#Low jump and large hitbox of j.mk makes it a very difficult crossup to escape from 

#Megaton Guake (rdp-P) come out fast and hit twice, allowing him to tag cancel them for additional damage from his 
partner 

#Megaton Guake (rdp--P) is able to punish certain moves from far away 

#His Super Art has a massive hitbox, invincibility, and comes out guickly, making it an almost unstoppable anti-air 
and whiff punish. 

#Capable of converting unusual tag cancels into combos due to the “screen lock” glitch 


Weaknesses 

-Second largest character in the game 

-Very slow walkspeed and jump 

-Rocket Uppercuts are vulnerable against crossups, while LP Uppercut (one of his main pressure tools up close) is 
vulnerable against strikes while the MP Uppercut is vulnerable against throws. 

-Very weak against jump-in on wakeup due to his main strike invincible reversal, MP Rocket Uppercut and EX Rocket 
Uppercut, are both unsafe on block and can be safe jumped against 

-Relies heavily on Rocket Uppercut to defend himself against the air as the hitboxes on his normal attacks don't have 
much anti-air capability. 

-Very weak against pressure up close, with his fastest attack having a 5f startup 


Ideal Team Position: Either 


The pride of G-Corporation's technological strength is an intimidating metal monster that not only peels off large 
chunks of damage, but can lock down enemy advances with his Megaton Guake, long limbs, and Rocket Uppercut. 
Trying to zone against him is a recipe for disaster as not only do his Megaton Guakes come out incredibly fast, but 
his Tackle (hcf-k) has armor and can easily blast through most projectiles. Jumping in on him carelessly, or being 
predictable with untrue block strings, can result in him using his Rocket Uppercut to juggle you for massive damage 
and a tag-in opportunity as his HP Rocket Uppercut (his typical combo ender) hits twice for an easy big tag combo. 
The flipside to all of that power is that Jack-X has to always be on point with his reactions when the opponent decides 
to come at him in the air, as Rocket Uppercuts are his sole reliable anti-air. Otherwise he will attempt to space out 
his opponents and then test their frame knowledge with his LP Rocket Uppercut, which is only -1 on block. His long 
normals and excellent tag synergy make him suited to play the point character, but having him an an anchor is not a 
terrible idea as effective zoning can burn the clock while catching an opponent being careless can result in enough 
damage that could potentially end the match if he's built enough meter. 
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Sample Combos 


hitconfirm 


cr.LK xx dp-#LP, cr.MK xx dp-#LP, dp4#HP (360) 

(Obar, low, easy) 

cr.MP xx dp#LP, dp-#LP, cl.HP xx dptHP (395) 

(Obar, low, easy) 
cr.LKvcI.MP5MPrclI.HPsst.HK vHP HK 

(Obar, low, easy) 

cr.LPvst.MPsst.HK vHP HK 

(Obar, easy) 

cr.LPvcr.MP xx hcf#KK, cr.MK xx dp-#LP, dp#-HP (367) 
(1bar, easy) 


juggle 
cr.MK xx dp-#LP, dp-HP 
(Obar, easy) 


147 


Move 
FafCiose LP 

Far MP 

Far HP 

FanClose LK 
FarlClose MK 
FanClose HK 
Close MP 

Close HP 

Crouch LP 
Crouch MP 
Crouch HP 
Crouch LK 
Crouch MK 
Crouch HK 

Jump LP 

Jump MP 

Jump HP 

Jump LK 

Jump MK 

Jump HK 
Launcher "LC 
Cross Cancel 
Megaton Drop 
Iron Gunman 
Giant Foot Stomp 
Pancake Press 
Granite Stomping 
Cossack Kicks 
Cossack Smash "LC 
Megaton Strike 
Machinegun Blast 
Diamond Reamer 
Dimaond Reamer (charged) 


Mad Dozer 

Mad Dozer (charged) 
Piston Gun LP 

Piston Gun MP 

Piston Gun MP (extended) 
Piston Gun HP 

Piston Gun HP (extended) 
Piston Gun EX "LC 
Megaton Earthguake 


Megaton Eartnguake EX 
Rocket Uppercut LP 

Rocket Uppercut MP 
Rocket Uppercut HP 
Rocket Uppercut EX. 
'Atomie Shoulder Tackie LK 
'Atomie Shoulder Tackle MK 
'Atomie Shoulder Tackle HK 
'Atomie Shoulder Tackle EX 
Gigaton Punch 

Gigaton Punch EX 

Giant Rush "LC 

Cross Art ”"LC 


Command 
HP4HK 

##HP4HK (while blocking) 
LP4LK 

btLPALK 


u while jumping 
@ during Giant Foot Stomp 

LK 

dtLK 2 MK» LK 2 MK» LK» MK 
P during Coassack Kicks 

drLP » HP 

(close) MP » MP 

(close) MP » MP » MP 

(close) MP» MP » MP » HP 

(fr) MP2 MP 

(ar) MP MP (hold) 

MK » MP 

MK 2 MP2 MP 

MK » MP » MP (hold) 

press LP repeatedIy 

press MP repeatedIy 

mash P during MP Piston Gun 
press HP repeatediy (mash P to extend) 
mash P during HP Piston Gun 
press PP repeatedIy 

bid,dbtP 


biddbrPP 
fddklP 
fd.deMP 
LddkHP 
fd.diePP 
hofeLK 
heteMK 
heteHIK 
hetekK 
aeP 
gct:PP 
acfPPP 
Oct MKtMP 


z 
8 
8 


4013 
40x2,15x2, 40 
4013 
40x2,15x4, 40 
20x4,60 
5012 


7512 
100 
100 
140 

60.60 
120 
120 
120 
110 
130 
200 
310 

1504 


z3 
Sax1x11111117 T1TT1TTT1TTTTr1TecET fgr1scsszerrorrriTTiTiTi 


on landing 
18 
1 
16 
12 
10 
10 
9 
" 
33 
20 
16 
50 
9 
" 
1 
13 
1 


Active 


ptejraja 
pte)praja 
Repapaaa 
ptejplaja 
2222223 
amaya(o)ra)2 
a138 


2108 


untilground#4 
until ground4 
until ground#4 
until ground#4 
until ground#4 
until grounde4 

54 

56 

20 

20 
until ground 

3 

2 

2 

43 

22 

7 

7 

18 


HItAdv 
15 
12 
“ 
“ 
4 
3 
12 
“2 
14 
12 
knockdown 
4 
A 
hard knockdown 
"12 
“16 
120 
"12 
16 
20 
switch 
hard knockdown 
hard knockdown 
hard knockdown 
Moat 
12 
“ 
crumpie 
3 
2 
knockdown 
knockdown 
3 
knockdown 
12 
knockdown 
wall bounce 
knockdown 
knockdown 
knockdown 
knockdown 
knockdown 
wall bounce 
knockdown 


knockdown 
foat 
Moat 
foat 
Moat 
knockdown 
knockdown 
knockdown 
wall bounce 
knockdown 
knockdown 
hard knockdown 
switch 


Block Adv 
“ 
2 
4 
E 
3 
3 
271 
18 
5 
2 
4 
3 
5 
22 
“4 
15 
-8 
“ 
18 
“8 
34 


-35 


Cancel 
SMEX,SA.CA 


SMEXSACA 
SMEX.SA.CA 
SMEXSACA 
SMEX.SA.CA 


SMEXSA.CA 
SMEX,SACA 


Forces standing 


Forces standing 


Knockdown on sirborne opponent 


rushes erouching attacks frames 1-14, Launches opponent while switching characters 
Invulnerability frames 1-16, Resembles EX Rocket Upper 


1 point of armor 


Knockdown on sirborne opponent 
Knockdown on sirborne opponent 


Can be started offa Boost Combo 
Knockdown on airborne opponent: 
Knockdown on sirborne opponent 
Knockdown on sirborne opponent 
Knockdown on airborne opponent 
Knockdown on airborne opponent, 1 point of armor during frames 25-39 


Button strength determines distance 


Throw Invulnerabilty frames 1-11, Counis as Projeclile 
Strike invulnerabilty frames 1-8, Counts as Projectile 
Invulnerability frames 1-11, Counts as Projectle 
Invulnerability frames 1-9, Counts as Projectile 


1 point of armor during frames 7-35 

1 point of armor during frames 7-31 

Chargeable: 51F for EX Version and 100F for Super Art 

Chargeable: 51F for Super Art 

65 frames cinematic ireeze before attack begin, Invulnerabilty frames 1-10 
62 frames cinematic freeze before attack begins, Invulnerablity frames 1-10 
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Lei 


Strengths 

#Razor Rush (f#MP 5 ...) string allows him to safely access animal stances while pressuring 

4Has several frame traps involving stances and/or stance transitions that can be confirmed into damage 
#Dangerous high-low mixups with Drunken Master Walk (f-KKK) 

#Panther stance can walk under projectiles 

#Dragon stance can threaten safe combo starters in the corner 

#Crane stance has the unigue ability to auto-counter crouching attacks 

#Comet Kick (gcf-K) is projectile invulnerable and leads to full combos, making it an invaluable tool 
against zoners 

#MK Reverse Lotus (DP4-K) has upper body invincibility and can be followed up with another K upon 
landing to catch opponents who try to punish it on the ground 

#LP Orchid Palm (gcf-LP) and HP Orchid Palm (gcf-HP) are both safe on block 

4EX Orchid Palm is -4 on block and a crumple stun on hit, ensuring that Lei continues to remain on the 
offensive if he connects with it 

#Super Art (gcf-PPP) does higher damage than average (350) 

#Super Art can be used in juggles to inflict a chunk of unrecoverable damage mid-combo 

#st.MK can be made #3 on block by changing stances 


Weaknesses 

-Can only enter Drunken Stance (f-KKK), Back Turn (b-KKK),and Snake (d-KKK) on command, the 
other stances must be cancelled into from other moves or stances 

-only worthwhile normal poke not tied to stance cancelling is cr.MP 

-Lacks combo options from many of his stance attacks 

-Meter hungry to convert hitconfirms into damage 

-Needs a knockdown to enforce Drunken mixups 


Ideal Team Position: Anchor 


You have to hand it to Capcom: for all of the recent accusations thrown their way about taking shortcuts 
design-wise, they pulled out all of the stops when transitioning the Supercop and Master of 5-form Kung 
Fu into the 2D plane. Lei has no less than 9 different stances counting his neutral stance, and each 
stance has its own set of strings and mixups to confuse and overwhelm opponents who have to 
constantly guess what direction Lei is going to hit them from next. If that weren't bad enough, Lei can 
constantly flip the script on them by cancelling into another stance during certain points of his string, or 
just tap “down” to immediately go back into his neutral stance where he can access his special moves. 
Playing Lei Wulong involves memorizing his many stances and the moves that are tied with them, as well 
as their unigue properties, to overcome a lack of great buttons when played like a traditional Street 
Fighter character. None of his normal attacks, even from his stances, are particularly useful in footsies, 
and his defensive options aren't particularly great outside of his DP. Because of this, it's best that he 
enter the field of battle when him and his teammate are already on the clear offensive. That way, he can 
be range to oppress the opponent with his stance cancelling and the frame traps and high-low mixups 
that lie within them. 
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Sample Combos 


hitconfirm 


cr.LK, cr.MP, cr.MP, cr.MP xx gcbtK»gcb#tKs»gcb#K (223) 

(nostance, Obar, low, medium) 

cr.LK, cr.MP, cr.MP xx gcf#KK, BT MK2HK, BT MK» HK, cr.MP xx dp#K»K (334) 
(nostance, 1bar, low, medium) 

cr.MP, cr.MP xx gcf#KK, BT MK» HK, BT MK2HK, cr.MP xx dptK»K(369) 
(nostance, 1bar, medium) 

CRA LK»MK2MPLK, BT MK2HK, cr.MP xx dp4#K»K (325) 

(crane, Obar, medium) 


safe 


DGN MP xx f#PP, TGR PP, cr.MP, cr.HP xx dptK»K (366) 
(dragon, Obar, corner, easy) 


punish 


cr.HP xx gcf#-K, BT MK» HK, BT MK2HK, cr.MP xx dp#K»K (411) 
(nostance, Obar, medium) 


overhead 


DRU MP2MP xx f-#-PP, PLD KK (243) 
(drunken, Obar, easy) 


yolo 


CRA uf-#K, cr.HP xx CADC, cr.MP, cr.HP xx dp#K»K (359) 
(crane, Obar, hard) 


juggle 

st.MK xx f#KKK, cr.MP, cr.HP xx dp#-HK-K 
(nostance, Obar, medium) 

cr.HP xx CADC, cr.MP, cr.HP xx dp#-HK2K 
(nostance, Obar, medium) 
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Move 
FafCiosa LP 
FanCloso MP 
FanCioso HP 
FafClose LK 
FafCloso MK 
FanCiose HK 
Crouch LP 
Crouch MP 
Crouch HP PLC 
Crouch LK 
Crouch MK 
Crouch HK LC 
Jump LP 

Jump MP 

Jump HP 

Jump LK 

Jump MK 

Jump HK 
Launcher #LC 
Cross Caneei 
Saiboat Steteh 
Olosing Fan 
Snake 

Dragon 

Tiger 

Panther 

Crane 

Drunken Master Walk 
Back Tum 
Razor Rush 


Razor Rush Low Kick 
Razor Rush Mid Kick "LC 
Snake LP 

Snake MP 

Snake HP 

Snake LK 

Snake MK 

Snako HK 


Rushing Snake 
Sa 


Snapping Snako “LC 
mc 

ig 
Kat 
Snako ito Combo 
Dragon LP “LC 


Dragon MP "LC 
Dragon HP 
Dragon LK 
Dragon MK 
Dragon HK 


Wol Fang Cannon 
Dragons Spito 
Panihor LP 
Panther MP 
Paniner HP 
Panther LK 
Paniher MK 
Panther HK 
Panihers Serateh 


Beating Kick Low Combo “LC 
Beaing Kick Mid Combo 
Tigor P 

Tigor K 

Double Tiger Paim 
Crane LP "LC 

Crane MP "LC 

Crano HP "LC 

Crane LK 

Crane MK 

Crane HK 


Eat 
Crane Dance "LC 
Leaping Crane 
Drunken LP 
Drunken MP 
Drunken HP 
Drunken LK 
Drunken MK 
Drunken HK 
Drunken Rapid Fists 
Drunken Fox Combination 
Drunken Fall 
Spinning Hoadbut: 
Tiger Sip 

Tigor Sip (2nd) 
Tiger Sip (ra) 

Tigor Sip Blow 

Play Dead 
Staggoring Sido 
Back Turn LP 

Back Turn MP 

Back Turn HP 

Back Turn LK 

Back Turn MK 

Back Turn HK 


Dancing Spear 
Reverse Double Kick. 
Tornado Kick 

Tornado Kick (2nd) 
Tornado Kiek (2ra) “LC 
Tornado Kick EX 
Tornado Kick EX (2nd) 
Tornado Kek EX (3ra) "LC 
Revorse Lotus LK 
Reverse Lotus MK 
Reverse Lotus HK 
Reverse Lotus EX 
Fioaing Lotus 

Comet Kk. 

Comet Kick EX 

Comet Stike 

Orchid Palm LP 

Orenid Palm MP 
Orchid Palm HP 

reid Palm EX 

Orenid Dance 

Cross An "LC 


Command 


HPERK 
PeMP4HK (ubi bloeking) 

LPaLK 

beLPaLK 

'd#KKKId during Dragonlu during Tigerid during Cranelu during Paniher 
“ during Tigor or u during Snako 
uduring Dragon 

“ during Snake oru during Panther 
“during Panther 

BKKK 

baKkk 

CMP 

GMP LP 

GMP LP» MP 

GMP 3 LP 5 MP3 LP 

(MP2 LP» MP» LP » LK 

GMP LP» MP3 LP» MK 

LP (auring Snake) 

MP (during Snako) 

MP (during Snako) 

LK (during Snake) 

MK (during Snako) 

HK (during Snako) 

LP (guring Snako) » LP 

LP (during Snako) » LP 5 LP 

LP (during Snako) » LP» LP » LP 

LP (during Snako) » LP 5 LP 5 LP 5 LP 
LP (during Snake) » MP 

LP (during Snake) » MP3 LP 

LP (during Snake) » MP » LP 2 MP 

MP (auing Snako) 2 MP 

MP (during Snake) » MP » MK 

MP (during Snako) » MP» MIS LK 
MP (auing Snako) » MP 2 MK 2 LK » MK 
LP (awing Dragon) 


MP (during Dragon) 

HP (during Dragon) 

LK (awing Dragon) 

MK (during Dragon) 

HK (during Dragon) 

MK (during Dragon) » LP 

IMK (during Dragon) » LP » MP 

MK (during Dragon) » LP 2 MP» LK 
(PP (during Dragon) 

LP (during Panther) 

MP (duing Panther) 

HP (during Panther) 

LK (during Paniner) 

MK (during Pantnor) 

HK (during Panther) 

LP (during Panther) 3 MP 

MK (duing Panther) » MP 

MK (during Panther) » MP3 LP 

MK (duing Pantnor) » MP » LP 2 MP 
MK (during Panther) » MP » LP 2 MP 5 LK 
MK (during Panther) » MP » LP 2 MP » MK 
P (during Tiger) 

K (during Tigor) 

PP (during Tigor) 

LP (during Crano 

MP (during Crane) 

HP (during Crane) 

LK (during Crane) 

MK (during Crane) 

HK (during Crane) 

LK (during Crane) » MK 

LK (during Grane) » MK MP 

LK (guring Crane) 2 MK 2 MP» LK 
ulek (during Crano) 

LP (during Drunken Mastor Wak) 

MP (during Drunkon Mastor Walk) 

HP (during Drunken Mastor Walk) 

LK (during Drunken Mastor Wak) 

MK (during Drunkon Mastor Walk) 

HK (during Drunken Mastor Walk) 

MP (during Drunkon Master Walk)» MP or HP 
LK (during Drunken Master Walk) » MP 
LK (guing Drunken Mastor Wak) » MP 5 HK 
(-PP (during Drunken Mastor Walk) 
PP (during Drunkon Mastor Walk) 
PP (during Drunken Mastor Walk) 

PP during Tiger Sp: 

PP during Tigor Sip 219 

(KP during Tiger Sp: 


KK (during Play Dead) 

LP (during Back Turn) 

MP (auing Baek Turn) 

HP (during Back Turn) 

LK (auring Back Turn) 

IMK (during Back Turn) 

HK (during Back Turn) 

HP (during Back Turn) 5 MP 
HP (during Back Turn)» MP » LK 
HP (during Back Turn) 2 MP 5 LK 5 LP 
MK (during Baek Turn) » HK 
aebik 

'aebiK » aebak 

(aebtK 2 aebeK » Gebik 
acbiKk 

ebiKK 3 GebaKK 

gebiKK » gebsKK » godiKK 
CAdLK 

CALMK 

(ddtetik 

CAK 

K during Rovorse Lotus 
getek 

ek 

Ik auing Comet Kiek 

aebLP 

acteMP 

aebHP 

getPp 

ekPPP 

act MP3MK 
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Damage Startup 
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Uni round 
unt ground4 
unt ground4 
unti grounds4 
until grounds4 
unt ground4 

5 

30:15 

20 

20 
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Hitadv 
7 
12 
4 
13 (43 Mchanging stanca ) 
367 changing stanco) 
& 
Es 
16 
& 
16 
3 
hard knoekdown 
:12 
:16 
20 
2 
6 
:20 
sviteh 
hard knoekdown 
iard knoekdown 
hard knoekdown 


-20 (211 dhanging stance ) 
AT (14if changing stanco) 
-20 (121! changing stance ) 
“47 2ifchanging stance ) 
“ 
1 (et Wohanging siance ) 
3 
#2 (If Ghanging stance) 
“3 
3 
o 
0 
13 (Si changing sianca) 
13 (SI changing stanco) 
13 (Si changing stance) 
13 (Si changing stance) 
10 
13GB changing siance 
o 
“10 Oitchanging siance) 
1 
En 
toat 
4 


15 
#oat 

#3 (r2Mchanging stanco ) 
si 


“ 
12 (r21tchanging stance) 
“ 

0 
kooekdown 
2 
“ 

0 
15 
12 
Reg 
4 
3 
3 
3 
hard Knockdown 
“581 changing stance ) 
knockdoun 
hard knoekdown 
crumpio 
2 
4 
4 
2 
2 
Pa) 

12 
0 
#oat 
#oat 
15 
12 
& 

0 
21 
toat 
& 

0 
toat 


koockdown 


hard knoekdown 
Eni 
16 
Tn 
:6 
“ 
hard knoekdown 
z7 
3 
kenoekdoun 
toat 
2 
& 
kenoekdoan 
o 
& 
koockdown 
knockdonn 
kooekdown 
knockdoun 
koockdown 
knockdown 
“9 
110 
hard knoekdown 
hard knoekdown 
wali bounce 
wali bounce 
crumpio 
hard knoekdown 
sviteh 


Block Adv 
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4 (1 ilchanging stance ) 
:T (#3 changing stance ) 
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a0 
2 
4 
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15 
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18 
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“24 (2 Changing stance ) 
-21 (Oi changing stance) 
-24 (2if dhanging stanco ) 
221 (Bif changing stance ) 
- 
“42 (Bif dhanging stance) 
4 
#2 (oifchanging stance) 
2 
4 
2 
s 
4 (9 changing stance ) 
“169 ohanging stance) 
1 (Si changing stance ) 
“1 (9 iohanging stance) 
“4 
HT ifchanging sianee) 
Fi 
“HA (A1 hanging stance 
“7 
A7 
2 
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-6(2ifohanging stance) 
1 (2i changing stance ) 
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“10-13 changing stance ) 
40 
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2 
“3 
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2 
2 
4 
2 
2 
Era 
“ 

37 
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2 
“0 
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En 
40 
2 
A1 (12 T changing stanco) 
dead 
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281281 changing siance 
-21 (at il changing stance ) 
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2 

42 

2 


cancel 
SMEXSACA 
SMEXSACA 


Snake (G#KKK) 
Drunk (RKKK) 


SMEXSACA 
SMEXSACA 
SMEXSACA 
SMEXSACA 
SMEXSACA 


Snato (hu) 
Dragon (ah) 
Pantsr (ah) 
Tiger) 
crane dlu) 


Dragon 


Snaka (0 
Snake (0) 
Snake () 
Snake () 
Bana ( 


Dragon 


(PP,CA 
PP.CA 


Tiger (D 
Crane (9 


Dragon (dlu) Tiger ( 


Tiger (9 


SMEXSACA 


Crane dlu) 


pe.ca 


TPP, btPP, CA 
(PP, bipP, CA 
(Pp, bipp, CA 


Crane) PP 


pp, &P 
PP, 


KK 


Daun () 


Back Turn (b) 
Back Turn (b) 
Back Tur (b) 
Back Tur (b) 


(Grushos Grouehing aitacks rames 1-14, Launches opponeni while Swiching characiors 
Invulnerabilhy ramos 1-15, Rosomblos HK Reverse Lotus 


(Gonsidorod crouching In noubal, considorad standing during movemant 

'Gonsiderad croucning in noutal'and during movement 

'Gonsidorod croucning In noutal and dung movement, Throw Invulnorable while waking forward 
“Auto counters erouching altacks: 


11-20! cancolabio to Snake 

11-28 cancolableto Dragon 

11-261 cancolablo to Panther On hit: 18 (24 I changing stance) on erouching opponent 
17-21 cancolabio to Tiger 


120-211 cancoiabie to Crane 
(Grumpie on counter hit 


Exa Snako 
Exts Snake 
Exts Snake 
Exis Snake 


Ex Snake 
Exis Snake 
Exts Snake 
Exts Snako 
Exits Snake 
Exts Snake 


Es Dragon 
Exts Dragon 
Eits Dragon 
Exts Dragon 


Exa Panther, 7-01 cancalabla 

Exts Panther 

Exts Panther 

Exts Panther 

Exts Panther 

Exis Panther 

Uppor body has 1 pola of armor during rames 1-10, Wal bounce On Counter Ai 


Exts Tigor, Wal bounce on airbome opponent close to corner 
Grushes crouching attacks: 

“Grushos crouching altacks rames 1-8, Grushes sianding atacks from frame 9 
Grushes crouching atacke 

Crushes crouching attacke 

Grushes standing attacks 

Grushes crouching atacks 

Exts Crane 

Exts Crane 

Ends in Back Tum 

(Grushos crouching itacks From fame 3 


'Grushos albome altacks frames 1.10, Throw Invulnorabilty framos 1-10, Knockdown on alrborne opponent 


Extis Drunken 

Exts Drunken 

Lowor body Invulnerabilit framos 1-10, Ende In Play Doad 

1 point of armor during rames 38:37, Ends in Play Doad 

Upper body invulnerabilty frames 1-15 

Upper body Invulnerabilt Irames 1-43, Gves counter ht property for the next attack. 
Upper body Invulnerabilt framos 1-51, Ends in Play Doad 

“Wali bounce on counter hit 

TTakes 10014 additional Bamago 

TTakes 10074 additonal damage during iramos 1-20, Exit Play Doadi 


Invunerabilhy rames 113 


Uppor body Invulnerablit framos 1-6 


Invunorabilty framos 1-9 
Ends in Back Tum, On hit: “8 on crouching opponent Projectie invulnerabilty frames 1-27 
Ends In Back Tum, On hit “9 on erouching opponen, Invulhorabiliy rames 1-5, Projoctle nvuInerabiliy Fames 6-21 


(Chargoable S1F for EX version and 100F for Supar Art 

“Ghargoable S1F for EX version and 100F for Super Art 

(Chargoable S1F for EX version and 100F for Super Art 

(Chargoablo S1F for Super At, Project Invulnerabiliy framos 1-31 

52 tramos cinemat Ireezo beloro attack begins, Invulnorabil framas TA, Wal bounga Gn BIrborna GpbONenIs Oxcopi after Ground bounce 
61 framos cinemat froeze before attack begin, Invulnorablhy framos 1-10 
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Christie 


Strengths 

#Good walkspeed and normals for playing neutral 

4Good solo combos without reliance on tag system 

4Has a 3f st.LP with good range which is 1 on block 

#MP/HP Double Arm Stinger (hcb-P) is -2 on block and moves her into range to pressure the opponent 
#Several safe strings for hit-confirming: cr.LP-MK(5d--HK), st.LP-f4-MP, st.lMKsMK 

4#Boost combo st.MP can be safe with spacing since it is only -5 on block 

#st.MK5MK has long range, can be started from a boost combo, can confirm into a combo on hit, and has 
high blockstun (22f) making it possible to frame trap the opponent with her special cancels 

#Double Arm Stinger (hcbtP”'s cancel into Handstand (gcf#K) forces opponents into a guessing situation, 
making it risky to punish either option 

#cr.LP-MK-d4#HK3LK overhead has a deceptive animation which makes it difficult to guard, and leads to 
a full combo 

4Can tag cancel out safely using cl.MK, st.HP, or gcf-P 

#st.HK has partial projectile invulnerability 

4Can end BnB combos with hcb--P allowing for a safe tag out 


Weaknesses 

-Lacks plus frames on normals except for st.LP 

-Both of her 2-hit normals, cl.MK and st.HP, have low blockstun and are unsafe on block unless canceled 
-Many of her moves are vulnerable to raw launch, making them have limited use against knowledgeable 
opponents 

-Most notably the Double Arm Stinger (hcb--P), her main tool for getting in and maintaining pressure, can 
be launched, so Christie needs to take risks to maintain pressure 

-Very few safe specials, with Batacuda (HSP K) reguiring very close range to be 0 on block, and MP/HP 
Wheel Kicks (gcf--P) putting her in point-blank range and -3 on block 

-None of her EX moves are safe and therefore cannot make her boost combos safe 

-Although she has many low and overhead hitting moves, most can be defended against on reaction 
-Special moves have little reward on hit, except for Wheel Kicks (gcf-P) 


Ideal Team Position: Either 


Christie Monteiro is a very eccentric woman with a very eccentric playstyle. She dances to arhythm all 
her own with strings that seemingly come from all directions ata moment's notice. Some of these strings 
are safe on block, others are not, and Christie can guickly change the pace of these strings to keep 
opponents guessing where they should press buttons and which way they should block. Most of her 
normals have good reach and start up guickly, with her standing jab only having a 3f startup and can be 
cancelled into an LP - MP string that leads to a full juggle if followed up with wheel kicks. s.HP is not only 
fast, but hits twice, allowing her to easily confirm into more damage as both hits of s.HP are cancellable 
into specials. Unfortunately, most of her specials aren't safe on block, and the safest thing she has 
(Double Arm String, hcbw-P) can be raw launched if she gets too carried away using it. Despite that, her 
long arms and legs are guite useful in stopping an opponent's advance, forcing them to play at her rhythm 
if she maintains appropriate distance. She is strongest at max poking distance, and because she has 
ways to eat the clock as well as tag in her partner off of several long animations, she can be played at 
either point or anchor. 
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Sample Combos 


low 


cr.LP, st.LP»f4-MP xx gcf#-MP (266/286) 
Enders: ender /Agcf-MP 

(Obar, hitconfirm, easy) 
cr.LKvst.MK»MK xx gcf-#-MP (302/322) 
Enders: ender /Agcf-MP 

(Obar, buffer, hitconfirm, easy) 


punish 

st.HP(2) xx gcf-#HP, cr.LP, cr.HP xx hcb#LP (325) 

(Obar, easy) 

st.HP(2) xx gcf4#-HP, st.MP, cr.LKvst.MK»MK xx gcf-#-K, HSP f(369) 
(Obar, midscreen, medium) 


invulnerable 


hcb--PP, cr.HP xx hcb-#-LP, walk forward cr.HK (330) 
(1bar, overhead, easy) 


juggle 

st.HP(2) xx gcf#-K, HSP d-#-K, HSP f 

(Obar, easy) 

ender 

gcf-#-MP, cr.LP, cr.HP xx hcb#-LP 

Starters: /acf-MP$ 

(Obar, easy) 

gcf-#-MP, st.MP, cr.LKvst.MK5 MK xx gcf#K, HSP f 
Starters: /acf-MP$ 

(Obar, midscreen, medium) 
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FarfClose LP “LC 
FarlClose MP 

FariClose HP 

FariClose LK 

Far MK 

Far HIK 

Close MK 

Close HK 

Grouch LP 

Crouch MP 

Crouch HP 

Grouch LK 

Crouch MK 

Crouch HK 

Jump LP 

Jump MP 

Jump HP 

Jump LK 

Jump MK 

Jump HK 

Launcher "LC 

Cross Cancel 

Adous 

Garganta Throw 

Island Mirage 

Satolite Won Hot Pisto Special 
Negativa to Armada Combo 
Armada to Rastsla 
Rasteila to Circle Kick 
Rasteila Chibata 

Rasteila to Low Klck 2 "LC 
Rasteila Heran Bago 
TThong Bikini to Low Kick 2 
Nagativa to Msia-lua Combo 
One Two Elbows 

Gancho Chibata 

Double Arm Singer LP 
Double Arm Stinger MP 
Double Arm Singer HP 
Double Arm Singer EX 
Twister Swoop LK 

Tvister Swoep MIC 

Twister Swoep MK (extended) "LC 
Twister Swoep HIK 

Twister Sweep HK (oxtended) “LC 
Twistor Swoep EX 

Twister Front Singer “LC 
Handstand 

Handstand EX 

Handstand Cancel 
Holicoptor 

Batucada 

Perch Flop Kick 

Front Stinger 

Helicopter EX 

Batucada EX 

Perch Flop Kick EX 

Front Stinger EX. 

Wheel Klcks LP 

Wheel Kicks MP 

Wheel Klcks HP 

Wheel Kicks EX 

Wheel Klcks San Paulo Special 
Cross Art "LC 


Command 


HPATIK 
THP4HK (while blocking) 
LPILK 

D#LPALK 

tamak 

HR 

BHKS HK 

LP 2 MK 

LP 2 MK 3 GHIK 

G#LP 2 MI» detik » HK 
G#LP 2 MK» deHIK » LK 
G#LP 2 MK» detik » MK 
G#LP 2 MK » dek » MK» FIK 
G#LP 2 MK » GK » MK 2 MK 
G#LP 2 FEMIK 

LP» MP 

(tan MK» MK 

hebsLP 

hebeMP 

hebsHP 

hebsPP 

hebsLK 

hebeMK 

KK during MK Twister Sweop 
hebstik 

KK during HK Twister Swoep 
hebikK 

during Twistor Swoep 
geteK 

OetKK 

tap u during Handstand 

P during Handstand 

KK during Handstand 

eK during Handstand 
during Handstand 

P during EX Handstand 

1 during EX Handstand 
eK during EX Hanastand 
during EX Handstand 
OetLP 

GetaMP 

GeHP 

genPP 

aettPPP 

ae MPAMIK 
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Active 


3zay 
3zay 
se5pan 
seajs2ay 
Sap(2apeay 
S2ap(2ag23ne5y 
2 


AGAN 
powtopO20y2a2(O)2 
3 


2 
AGAN 
202020R6RBAS 
3 


2 
3833 
3633 
3633 

36)3130)3120)2 

208)2130)2126)3 
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Recovery 


10 

Ka 

22 

10 

20 

28 

16 

19 

“ 

KI 

22 

" 

18 

2 
until ground: 
until ground 4 
until ground#4 
until grounde4 
until grounds4 
until grounde4 
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Hitadv 
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“8 
1 
18 
3 
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13 
51 
hard knockdown 
12 
116 
120 
s2 
16 
120 
sviteh 
hard knockdown 
hard knockdown 
hard knockdown 
“18 
8 
wali bounce 
o 
0 
4 
12 
47 
wali bounce 
2 
8 
4 
3 
hard knockdown 
hard knockdown 
hard knockdown 
ground bounce 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 
hard knockdown 


KA 
hard knockdown 
#oat 
hard Knockdown 
Kud 
around bounce 
Moat 
hard knockdown 
knockdown 
knockdown 
knockdown 
round bounce 
hard knockdown 
switeh 


Block Adv 


cancel 


SMEXSACA 
SMEXSACA 
SMEXSACA 


SMEXSACA 
SMEXSACA 


SMEXSACA 
SMEX.SACA 
SMEXSACA 
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Notes 


2nd hit: Forces standing, altacking hand crushes standing and crouching attacks frames 6-9 and 17-20 
Head ang above projectie invulnerabie frames 4-10, Upper body projectile invulnerabilty rames 11-22 
Attacking knee crushes standing and crouching attacks frames 5-18. 

Attacking foot crushes airbore attacks frames 14-17 


Forces standing, Neck and above 4 attacking arm crush airborne atacks frames 1-10 
(Ground bounce on airbome opponent 

(Grushes crouching attacks frames 1-14, Launches opponent While Switehing characters 
Invulnerabilty frames 1-12, Resembles Croucn HK 

Ends in Handstand, Knockdown on airbome opponent 

2nd hit: Forces standing, Knockdown on airbome opponent: 

IKnockdown on sirborne opponent 

IKnockdown on sirbore opponent: 

IKnockdown on sirborne opponent: 

IKnockdown on sirborne opponent: 

IKnockdown on sirborne opponent: 

IKnockdown on sirborne opponent: 

Ends in Handstand, Knockdown on airbome opponent 

(Gan cancel into Handstand during star up, Ground bounce on airborne opponent, Crushos standing sirikes irames 1-17 
(Gan cancel into Handstang during startup, Crushes standing stikes frames 1-19 

(Gan cancel into Handstang during startup, Grushes standing stikes frames 1-20 

(Gan cancel into Handstang during startup, Stike and projectile invulnerabilty frames 1-18 


Projectile invulnerabilty frames 1-12 


Uincaneslled recovery based on srengin 

Projectile invulnerable 

1st hi: Forces stand, 2nd-dth hit: Whifs on crouching opponent 4th hit: Floats on airborne opponent 

(Grushes airborne attacks frames 1-12 

Exits Handstand 

Projectie invulnerabie, 1st-3rd hit: Force stand, dh hit: Whifs on crouching opponent & Floats on airborne opponent 
Invulnerabilty frames 1-9, Grushes airbomne attacks iramos 10-12. 

Eits Handstand 

“Chargeable: S1F for EX Version and 100F for Super Art, Grushes airborne attacks frames 7-17 

“Chargeabie: S1F for EX Version and 100F for Super Art 

'Chargeable: S1F for EX Version and 100F for Super Art, Projecile invulnerabilty frames 16-37 

(Chargeabie: S1F for Super Art, Invulherabilty frames 5-14 

62 rames cinemalic reeze before attack begins, Invulnerabilty frames 1-10, 1st hit enters cinematie, dih it: Ground bounce if the Ast hit whifis 
63 frames cinemalic freeze before attack begins, Invulnerabilty irames 1-10 


